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INTRODUCTION 


Congratulations. You’re about to become popular. 
Very popular. You hold in your hands the first and 
foremost source for solid strategic advice for the 
Super Nintendo Entertainment System (SNES), which 
first appeared in the U.S. a couple of months ago. 
(Some gamers were impatient enough to pick up the 
Japanese counterpart, the Super Famicom, when it 
was released in 1990. You'll learn more about that 
soon, trust us.) The system has done well, selling off 
store shelves all around the country, and there are a 
bunch of challenging games available. As it should 
be, these games will also test the mettle of even the 
hardiest of game players, and you may get jammed. 
That’s where we come in. 

The games are designed to try your patience and, 
basically, get you to perform as perfectly as possible. 
It wouldn’t be any fun if you breezed through your 
latest $50 purchase in an hour. So game programs are 
laid out to provide hours of jumping, shooting, 
pitching, putting, flying, etc., to make your way to 
that ending screen. What sometimes happens on the 
way to that celebration is that a gamer may end up 
stuck in the corner of an SNES game, feeling 
hopelessly lost. If this is your predicament, don’t 
despair, because your luck is about to change. We’ve 
put together the best team of video-game players to 
compile the ultimate guide to SNES game strategies. 
Just for you! Can’t complete the last helicopter level 
in Pilotwings? Having trouble maxing out your 
population in Actraiser? Can’t seem to get your 
industrial zones to build up in SimCity? That’s okay. 
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There’s nothing to fear. Even the best have a bad day. 
Besides, what better way to impress your friends than 
to tell them that you’re the SNES expert on the 
block—and be able to prove it? We’ll help you reach 
that lofty pinnacle. With our assistance, you'll be the 
envy of your peers. 

Wait—there’s more! We’ve also got a line on the 
new games that are coming to the SNES. Turning to 
chapter 15 will let the cat out of the proverbial bag, 
giving you the most knowledge on SNES carts-to-be. 
You'll be the most educated SNESter around. No fuss, 
no muss. And don’t worry about thanking us. The 
fact that you are reading this is thanks enough. 

Yep, your life is about to change for the best. 
You're going to go from run-of-the-mill video gamer 
to the one all your friends will turn to for advice. 
“Hey, (insert your name here), where do I go to get 
9,999,990 points in Super Mario World?” That’s an easy 
one, right? It will be easy when you get through our 
SMW tips, and it won’t be too long before you have 
them all memorized. You'll know every trick, every 
special code and all the games that will soon be on 
the shelves of your local game shop. Just be prepared, 
though. Your phone will never stop ringing. You'll 
get mail. You'll hear from relatives that you’ve never 
heard of before. It’s a big responsibility being a 
celebrity, but someone has to shoulder it. Don’t sweat 
it, because we’ll be right behind you. No one has to 
know you had help—we won't tell if you don’t. 

So what are you waiting for? The class for SNES 
101 begins when you turn the page. If you want a 
good grade, you'd better study. And you're holding 
the best textbook in the world. 

Thanks again—and, above all, enjoy yourself. 


—Andy Eddy, October 1991 
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CHAPTER 1 


Actraiser 


Distributor: Enix 
Game Type: Arcade/Strategy 


WHAT’S GOING ON? 


You, as the Master, have been in a long, deep sleep, 
recovering from wounds inflicted by Tanzra and his 
six evil followers—injuries caused by the group 
because the world was too peaceful and harmonious 
for their liking. Now, centuries later, an angel has 
come to awaken you to save the people from doom. 
It’s time to pick up the battle again. Are you up for 
the challenge that lies ahead of you? It will take all of 
your powers and magic, but it must be done. Go 
before it’s too late! 
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WHO ARE YOU? 


You’re the one master of all the lands—and all- 
around good guy—who must fight the forces of evil 
to save the people from eternal slavery. 


PLAYERS 


There is only one master, and that’s you. 


SCORING 


You get a score in the action mode only. Basically, you 
get points by defeating everything that moves, as 
well as the number of lives and time left over (they 
go up and down, don’t they?). The exception to this is 
your health—you won’t get points for that. (Make 
sure you look for the helpful 500- and 1,000-point 
bonuses in the action scenes as well.) 


LIVES AND HOW TO LOSE THEM 


You start with three lives, and eight bars of health for 
each one. Lives can be earned by performing certain 
things (like finding 1-Ups, for example), while health 
will go up based on the total population of the lands. 
You'll lose a life if your health runs out or the timer 
reaches zero. 


CONTINUES 


When you lose all your lives, you'll be given the 
chance to continue from the act you were last 
working on. However, because the game is battery- 
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backed, you can continue a previously saved game at 
anytime. Both methods of continues are unlimited. 


CONTROLS 


Pause Swing sword (act.); 
A cancel chosen 
command (sim.) 


Wider 
view (sim.) 


Move your 
character in action 
mode; move the 
angel in 
simulation mode 


Jump (act.); enter Use magic (act.); 
command (sim.) closer to your 
people (sim.) 


WEAPONS 


In the action mode, all you have 
is a sword to defend yourself. In 
the simulation mode, you 
control the angel, who has a bow 
and arrow for a weapon. You can 
use a bomb, if it’s been given to 
you, to rid the land of the visible 
enemies. You can also use the 
elements (lightning and wind) as 
weapons as well. 
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SPECIAL ITEMS 


There are lots of items that you can find and use 
during the game: 
Half Apple—Restores one-fourth of your 
life gauge. 
Whole Apple—Restores your entire life 
gauge to full. 
Source of Magic—Also known as the 
Origin of Magic, will increase your Magic 
Power (MP) by one. 
Projectiles—Allows you to throw crescent 
force-field shots from your sword. 
Crush—Acts as a smart bomb by 
destroying every enemy on the screen 
when you touch it. 
1-Up—Find this icon for an extra man. 


500- and 1,000-point bonuses—Adds 
points to your total in the action mode. 
Bridge—tThe bridge-building technology 
required to cross rivers. 


Bomb—When used in the simulation 
mode, eliminates all monsters on the 
screen. 


Wheat—More productive than the 
standard crops. 


Compass—Allows the people of certain 
towns to start overseas voyages. 


Ancient Table—Helps you find the 
Magical Aura. 


Herbs—Cures those nasty plague blues. 


Sheep’s Fleece—Helps keep the people in 
cold climates warm. 
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Strength of Angel—Increases the power 
of the angel’s shot. 

Harmonious Music—Soothes the bad 
feelings of the people. 

Magic Skull—Destroys a monster lair that 
the people can’t get to. 

Loaf of Bread—Reminds Teddy of home. 
Source of Life—Gives you one additional 
life in the action mode. 

Magical Fire—Fireballs are sent flying to 
the left and right. 

Magical Stardust—Sends a shower of 
shooting stars smashing onto your enemy. 
Magical Aura—Will send a large rotating 
ball of light at your enemy. 


Magical Light—Sends a magical wall of 
light traveling to the left and right of the 
Master’s stone image. 


FRIENDS 

The only friends 

you have in the 

game are the 

angel and the nu Master» H auo I inforu 
people found in T st oF her if the wood = 
each town. 

ENEMIES 


In the action mode, everything that moves is your 
enemy, and most don’t introduce themselves first, so 
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we don’t know many of their monikers. In the 
simulation mode, you'll face only four: 

The Napper Bats will try to 
carry your people away from 
their homes. 

The Blue Dragon zaps | : 
the homes of your people, | = 
killing all that are inside. 

The Red Dragon zaps 
the crops of the people, 
destroying them. 

The Skull Head crashes to 
the ground sending tremor 
throughout the land. 


STRATEGY SESSION 


General Strategies 


e Many of the 
special tips that 
will help you 
get through the 
simulation 
section of the 
game are given 
to you through 
your people 
(such as their 
offerings) or in the instruction booklet. Pay attention. 
e Don’t hit an icon from the ledge below. You'll 
usually end up losing what’s left behind. 

e You should always take the Source of Magic. 
This will prove to be valuable in the second acts of 
each area, especially against the end bosses. 
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e Remember to get the wheat from Bloodpool and 
start each land with this crop. You can go back for as 
many wheat crops as you need. 

e Prevent the monsters from killing the people of 
the land. You must have 4,600 people combined in all 
areas to reach the highest level. Therefore, the more 
people the monsters kill (you'll lose four people for 
each home destroyed), the lower the level you'll 
obtain in the game. 
2 (zs = ° Once the 
population of the 
lands has reached 
slow growth and 
is not going up, 
use the earthquake 
magic to destroy 
the lower-level 
homes. You'll get 
better homes and 
more people in 
return. 

e To find hidden scrolls and other items, always 
lead your people to every inch of the land. You’ll 
usually find items next to mountains or forests that 
you can’t destroy. This will also help you get the 
highest population possible. 

e Inthe simulation part of the game, always 
destroy the closest lair first. This will help prevent 
your people from being killed. Remember, you can 
direct building of eight spaces in one turn. Move the 
cursor eight blocks at a time and let your people do 
the rest while you watch for enemies. 

e In the acts, if you come across several platforms 
spaced apart, chances are that they will fall once you 
jump on them. Jump on the first, then leap to the 
second immediately, and so on. If the first hasn’t 
fallen, then it’s probably safe to stand on. 


It doesn’t take much to get your 
people building up their villages. 


7 


Super NES Games Secrets 


e Always keep an eye 
on your people’s moods. 
If you notice little cartoon 
balloons pointing at the 
houses, there is something 
you need to listen to. 

e Most of the items in 
Actraiser have only one 
use, which is usually very obvious. However, the 
compass can be used at different lands and will cause 
different items to become available: In Fillmore, using 
the compass here will get you a Source of Life, while 
at Marahna, you'll get the chance to get a Source of 
Magic as well as the Magical Aura. Try different 
things with objects to see if you get varied results. 

e The points you get in the action 
modes will also determine how 
many people can populate an area. 
For instance, 9,160 points for both 
acts of Fillmore will get you a 
maximum of 682 people, while 
27,550 points will get you 898. Of 
course, there are only so many people you can have 
in each area, and other facts play a role as well, such 
as whether you let the enemies lower your 
population. The highest population for each town is: 
Fillmore 898, Bloodpool 858, Kasandora 874, Aitos 
802, Marahna 538 and Northwall 650. 


The people in Kasandora 
know how to rock and roll. 


1,000 points! 


Fillmore 


Act 1 


In the first act of the game, you'll come across some 
pulley ropes that have logs attached to them. Jump 
into the trees and use this mode of transportation to 
avoid much of the action below. When you come 
across a Light Orb up in the trees, don’t try to get it 
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Hitching a ride with a 
passing tree is an easy 
way to save you 
damage and get you to 
hard-to-reach bonus 
light orbs. 


from underneath. Wait until you can reach it—the 
rope to the top part of the tree is later in the stage. 
Otherwise you'll expose a 1-Up only to learn you 
can’t get it and it will disappear. 

Shortly after you get the apple that will give you 
full life, you’ll come to a ledge that looks as if you 
can’t fall down it. Trust us—you should fall down. 
Your reward for being curious will be an 1-Up. 
Should you choose to take the pulley down, climb 
onto the hand of the tree and let it take you all the 
way to the left for the 1-Up. You'll notice that, by 
staying on the dirt portion of the ground, the 
guardian can’t reach you, and must rely on his magic 
and lance to inflict damage upon you. If you stay to 
the far left and duck, he’ll never hit you. To defeat 
him, wait until he’s stopped firing his magic bolts or 
retreated with his lance, then approach the edge of 
the grass. As he gets near, chop him to pieces. You 
should be able to get four cuts in before he retaliates. 


Simulation 


You should be able to find two Source of Magics here, 
the magical fire, one bridge-making technique, one 
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bomb, one Strength of Angel and, after you give the 
people the compass from Bloodpool, you'll get a 
Source of Life. As mentioned before the whereabouts 
of these items will be given to you through your 
people. You should have a total population of 758 to 
818 when Fillmore reaches slow growth, with a 
maximum of 898. 


Act 2 


Most of the act has different paths that you can take 
to reach the end boss. For this particular one, it 
doesn’t really matter which way you go, but the top 
path seems to be easier. 
7 To defeat Minotaurus, 
the act’s end boss, move 
back and forth if you 
don’t have full health so 
a that he won’t land on 
3 you. Then back up from 
where he lands and jump 
over the axe that he 
: i throws at you. At this 
Minotaurus nailed you this point, move in and take a 
time, but it won't be long le of . K 
before you get your revenge. COUPE OF Swings: cep 
moving so that he won’t 
land on you and repeat the action. If you have full 
health, you should move around the screen so that he 
won't land on you. Once he lands, attack. You should 
be able to get in about four good whacks at a time 
and still have plenty of health to survive the battle. 


Bloodpool 


Act 1 


As with most of the upcoming acts, this one is pretty 
basic, and you'll be required to make some routine 
jumps along the way. 
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To defeat the end 
boss, move to the top 
ledge on the right and 
wait for it to appear. 
When it does, it'll jump 
from the bottom ledge 
to the top one on the 
left, stopping long 
enough to shoot a 
fireball. As it comes 
toward you, time your jump over it and get ready for 
the boss to leap to the right side of the screen. As the 
boss approaches, take some cuts at it and keep 
striking until it jumps back to the left. Normally, 
you'll get two blows in, but sometimes you can get in 
a third. When the boss lands on the left, it'll shoot 
another fireball and descend down the ledges, then 
slowly work its way back up. If you have at least 130 
seconds on the timer you should be able to defeat the 
boss without getting into jeopardy at all. 


Simulation 


First, use the 
bridge-making 
technique so that 
you can go after 
the lair closest to 
your people, 
weer es which is to the 

me $ southeast. By this 

scones m™ time the people 
of Bisedosel will have discovered the crop wheat, 
and by clearing out the lair to the southeast you'll 
connect Bloodpool and Fillmore. This exposes the 
people of Fillmore to the wheat. Along with wheat, 
other items that you'll get in Bloodpool include: the 
magic skull, one Source of Magic scroll, a bomb, 
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magical stardust, a compass, a loaf of bread and a 
source of life. After you defeat the second guardian, 
you can cause a rain shower to raise the level of the 
lake, which will get you another prize, the Source of 
Life from your people. 


Act 2 


Before taking on the 
end boss of this act, it’s 
good to switch to the 
Magical Stardust as 
your magic. It has a 
wide range and can hit 
the enemy wherever it 
is on the screen; the 
; Magical Fire shoots left 
Good defensive and offensive and right only. You 
strategies will get you through should try all the 
the action sequences easily. magics to see which 
one is best for you in the different circumstances. 

The first thing you should do is travel down the 
chains until you reach the bottom—be careful not to 
touch the spikes—and get the scroll that’s down 
there. Then travel back up to the exit on the right. The 
red jelly enemies on the wall will jump out at you as 
you pass them, so be ready. 

The acts, for the second part, start to get a little 
longer, which means you now have a checkpoint to 
pass to get additional time. When you reach the 
second set of moving chains, you'll notice there’s an 
open spot between them. Jump to the open area and 
then to the next platform going up. You'll find the 
exit at the top right, but also an extra man on an open 
ledge to the left. You'll have to do some quick moving 
to get on a platform on the left that’s close enough for 
you to jump across. Once through this area you'll 
eventually come to an area that has platforms moving 
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in and out of the wall. Again, look to the top left for 
the special item; this time it’s an apple for full health. 


The jury is 
still out on 
whether the 
change into 
a wolf is 
more painful 


for the end 
boss or you. 
Hey, where 
are you 
anyway? 


The exit to the top right will lead to the end boss. 
Once in the chamber youll find six platforms leading 
upward. The demon will appear on one of these 
platforms and shoot a three-way burst (it’s easily 
avoided), then send bolts of electricity crashing to the 
ground. Before it does blast out an electrical show, 
there will be a few seconds for you to take a few 
slashes at it before you need to retreat. Once it has 
about a fourth of its life left, it'll change itself into a 
wolf and chase you down. This would be a good time 
for that magic you’ve been saving. If you have full 
health, you can move in for the kill as soon as 
possible, which is when it’s on one of the two bottom 
platforms. Keep hammering until it moves to a 
different location, then use magic, if you need to, 
when it changes to the wolf. If your health line is in 
good shape, save the magic by continuing with the 
sword action. 

Shortly after conquering Act 2, you'll learn that 
the good people of Bloodpool have been overworked 
and are now fighting. What to do? Don’t use 
lightning to prove your point—that would just take 
away from the population. Remember, music calms 
the savage beast. Head to Kasandora for the answer. 
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Kasandora 


Act 1 


In the first part of Act 1, it seems that most of the 
enemies are on top of either a dinosaur skeleton or 
some other object, but don’t forget that you can reach 
the ground here. The area is filled with light orbs 
containing full health. 

Unlike the first half, the second is set high in the 
sky. Any attempts to find the ground will cost you a 
man—that is, until you near the end of the act, where 
you'll be able to gain solid footing. Look high in the 
sky for some light orbs that contain valuable items. 

The ant lion at 
the end of the act 
has a giant set of 
powerful jaws, 
and its claws will 
attack from the 
sides of the pit as 
if to drag you into 
its lair. If that 
wasn’t enough, it 
will also send a 
shower of rocks 
down upon you for good measure. If you have full 
health, you can sit right at the edge of its nest and 
pound away with your sword, stopping long enough 
to jump over the claw that closes in on you. If you 
don’t have plenty of health but you have magic 
points, now’s the time to use them. What if you don’t 
have either? Move slightly to the left of the ant lion as 
it sends the rocks in the air, move farther to the left in 
between the stones, then get ready to jump over the 
claw. In between all this moving around, take some 
time to do some damage to the guardian so you can 
move on to the simulation part of this area. 
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Simulation 


The path in which to lead your people first should be 
fairly obvious, since the monster lairs are grouped 
together and the lost desert party is between them. To 
the right of the monster lair at the top-center lies a 
pyramid hidden beneath the sand. Once it’s 
revealed—sprinkle a little water on the ground—and 
you have 160 magic points, cause an earthquake. This 
will cause a piece of the pyramid to fall and expose a 
jewel, which is actually a Source of Life. Along with 
that you'll also find a bomb, Strength of Angel, two 
Source of Magics, an ancient tablet and the 
harmonious music. 


Act 2 


Unless you’re new to video games, the obstacles and 
action found here won’t be new to you. Proceed 
cautiously, however, when you're going down slopes. 
There’s one spot near the end where you'll need to 
time a jump onto a platform that moves up and 
down. Don’t jump onto it as it moves down because 
you'll land in the spikes —wait until it starts moving 
up before you jump onto it. 


The end boss here is so 
tough, you'll be 
screaming for your 
mummy to save you. 


The guardian of this act resembles an Egyptian 
pharaoh. It'll float back and forth on the screen until 
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it gets a lock on you, usually when you stop 
underneath it. Once it hits the ground it’ll send a 
burst of energy toward you that will continue until it 
hits a wall, where the beam will turn into a Sphinx 
head and shoot an arrow at you. The Sphinx head can 
be destroyed with a couple of good sword cuts. To 
defeat the pharaoh head, wait until it is on ground 
level and take some swings at it. After three or four, 
start to move away so that you'll have room to jump 
over the energy blasts without taking damage. Using 
magic to defeat it is always an option, especially if 
you're low on health, but if you have full health you 
can pound on the head with little regard to anything 
else and hardly be in danger of losing a man. 

When you're informed that the people have come 
down with a plague, check for an unusual landmark 
that matches a piece of land found on the overhead 
map. That should be enough of a clue as to where to 
go next. On your way there, return to Bloodpool and 
present the harmonious music to the people if you 
haven’t already. 


Marahna 


Act 1 


Once again, the first act isn’t too terribly difficult. 
Watch for two snakes to fall from the sky. They 
usually do this when you're trying to make a jump. 
Another thing that’s tricky is when you try for the 
extra man, which is located in the top-right section of 
the second part of the act. Early on, you'll come to a 
spot where there is a gap in the floor and a jumping 
statue on the other side. If you try to make the jump, 
the statue will leap in the air to knock you back into 
the opening in the floor. So instead of jumping, move 
to the edge of the ledge to cause the statue to make its 
move. If you dispatch him now, you can safely jump 
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to the next ledge. Before making the next jump, 
slowly work your way to the edge so that two snakes 
will fall. If you don’t, the snakes will hit you and 
again you'll fall to the ground without a chance to get 
the extra man that waits on the third ledge. Once you 
get the extra man, work your way back to the left so 
that you can get the whole apple. 


While you're hitting the boss, its friends are sneaking up on you. 


The act’s guardian looks as if it’s sticking its 
tongue out at you, which just happens to be your 
target. The guardian has two weapons that it’ll use in 
trying to prevent you from defeating it. First, it will 
use a transparent ball that will stop in mid-air at 
different locations on the screen and extend its 
tentacles to try to damage you. The other is a vine 
that floats across the ground, and it will reach out 
and touch you when it gets close enough. Using 
magic (magical stardust, especially) will work nicely 
here, but so will using the two platforms on either 
side of the screen to jump over the vine as it gets near. 


Simulation 

This land is divided into three large islands, and 
eventually you'll be asked to perform a small quake 
to join two of them so that the people can increase 
their population. Use the compass so that they can 
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start deep-water fishing; in turn they'll find a Source 
of Magic for you. If you use lightning on the far right 
of the island at the top right, you'll eventually find 
the magical aura. This will only take place after you 
give the people of Marahna the ancient tablet, so be 
patient. Three other items that'll you'll find include 
the Strength of Angel, a bomb and the herb. 


Act 2 


Near the beginning of the act there are three 
platforms in a row that will fall once you touch them. 
Jump across all three and you'll find a light orb that 
contains an extra man. The problem now is that you 
must fall down the chamber to continue through the 
act. If you get to the edge of the ledge and lightly 
press left as you jump, you can guide yourself onto 
the two ledges below, missing the spikes that are on 
the bottom. If you should land in the spikes, don’t 
panic. Simply jump onto the platform or leap for the 
doorway that you'll find on either side. Obviously, 
you have two different ways that you can go from 
here. Both ways will eventually lead you to the same 
spot; if you go to the left, you'll find a scroll and a 
whole apple, while the right side is pretty bare. 
The guardian of this act is probably the first 
difficult boss in ane game. Sure, you can unload all 
mm your magic and make mince 
meat of it in seconds, but try to 
defeat it without the use of 
magic. To do this, you can 
either wait for the platforms in 
the middle and closest to the 
boss to fall down so that you 
can get on one, then swing 


Stand clear of the platform when it 
drops or you'll get some damage. 
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Ride the platform up, take some swipes at the boss with your 
sword, then drop back down before you hit the ceiling spikes. 
Once you're on the ground, watch for the boss’ energy bolts. 


your sword on the way up. This is the most time 
consuming way of the three. Another way would be 
to move under the boss and stop to get its attention. 
When you see the spikes come out of the bottom, 
move far enough to the one side so you won't get hit 
turn, then flail away. After two strikes, quickly move 
out of the way because in about that much time (two 
sword swings worth) it’ll move closer to you as it 
makes its way back up. Repeat this process until it 
decides to change its pattern slightly. When its hands 
starts to glow, move to the side far enough to be able 
to jump over the energy balls that are about to come 
your way, then move back into position to continue 
the attack. Once this guardian is defeated, continue to 
build up the population and then move back to 
Kasandora to finish up there as well. 


Aitos 


Act 1 


This act is different from the rest in the fact that you 
can get a ride in a basket flown by birds. Doing it this 
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way, you'll run into 
the fewest amount of 
enemies—but you'll 
also miss the whole 
apple that is placed 
out of sight on the 
ground. Either way, | 
you’re eventually 
going to ride in the 
basket until you 
reach the edge of the 
mountain. As you go up the angled path, hands will 
appear and throw boulders down toward you. 
Luckily, they drop off the very edge of the slope onto 
the opposite slope of the path. Since there is some 
extra room at the far edges, you can move to that spot 
and avoid the boulders. 
Move to the far right and you'll Next, you'll come to 
be safe from the falling boulder. an area filled with 
x ledges that you must 
hop back and forth on, 
working your way to 
the right. It’s also in this 
area, that you'll find the 
only projectile and 
crush icons hidden in 
light orbs. The projectile 

-i is also the only icon that 
you don’t have to actually walk through to get. 
Simply jump up to grab it and continue to the end 
boss. The projectile is also the only weapon in the 
entire game (other than your magic) that you'll use 
against an end boss. 

When battling the serpent, move to the bottom 
ledge and duck. Twist back and forth depending on 
the serpent’s location. The only time you'll get hit is 
when the serpent sends its crescent force fields at you 
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Hey, heads up! When 
this serpent is on the 
loose, it’s difficult to 
keep up with all of his 
quick moves. 
from the left side 
of the screen. If all 
goes well, you'll 
take about four or 
five hits during the 
course of battle. 


Simulation 


This section doesn’t require special hints or strategies 
to speak of. The only thing new is the introduction of 
Skull Head, a large skull head—that’s hard to figure 
out, eh?—that likes to hang out around the shrine 
and cause earthquakes. Take his lair out first to keep 
things peaceful. You'll find a bomb, Strength of 
Angel, Source of Magic and the sheep’s fleece. 


Act 2 


Once you’ve taken care of the monster lairs, the 
volcano will erupt, sending fireballs everywhere. The 
first area of this act is simple enough, but after you go 
through the first door, you’ll come to seven more 
platforms that don’t look like much. You see, there’s 
lava at the bottom of the chamber, and that spells 
instant death. You'll notice that, starting from the left, 
each platform is slightly higher than the next. You'll 
need to jump to the second, fourth and then fifth 
platform to stay out of the lava. When the platforms 
are at the top, continue to jump to the sixth and 
seventh platforms, and finally into the exit door on 
the far right. 

On the other side of the door you'll find a stone 
bridge and an archer firing flaming arrows at you. 
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Don’t run across the 
bridge too quickly 
because sections 
between the pillars 
will give way, and 
the enemy that sends 
fireballs diagonally 
will appear. Slowly 
work your way 
across and take out the archer. You should be able to 
get through the rest of the act easily. 

When you enter the room with the “fire wheel” 
guardian, you'll be directly beneath a platform. Move 
to the left so that your character’s head is on the very 
edge of the platform. 

Now wait for the boss a 

to make his move, 
which should be to 
the bottom-righthand 
corner. Once he’s 
there, jump straight 
up onto the platform. 
The boss should 
follow by going to the 
top right. Now fall 
back to the ground 
and get in the same 
position as before and repeat the process. You should 
be swinging your sword every time you’re on the 
ground, and it’ll take about 50 game seconds for you 
to defeat it. 


Northwall 


Act 1 


Through much of the first half of this act, you'll 
spend your time jumping over pits with spikes in 
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them. Just about the time you’re about to jump over a 
pit, something will happen. For example, a bird with 
a stone may fly by, or a blue statue will spit out two 
blue flames at you (these are similar to the red ones 
that shoot red fireballs at you in eariler acts). The 
second part of the act is fairly easy. A key is to search 
everywhere for light orbs. 

In the final 
part, it'll require 
you to make just 
two jumps, but 
these jumps are off 
of moving ice 
blocks. The first 
jump will lead to 
plenty of goodies, 
like a half apple 
and an extra man. 
The second jump 
is a little more 
complicated because you have to time a jump onto a 
platform—if you miss, you land in spikes. It’s strictly 
a timing jump. 

When you go up 
against the guardian, 
try to make it to the 
far right side, and 
leave enough room 
between you and the 
wall for the guardian 
to set down. The 
guardian will land in 
the corner for a few 
seconds, at which 
time you can blast Calling on magic to defeat this 
away at it. The thing winged menace before going back to 
to remember here is your followers. 
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that the guardian will swoop down, and because 
you're in the water, you really can’t move out of the 
way quickly enough to avoid it. 


Simulation 


There are four lairs that you must destroy in order to 
reach the final act, Act 2, but since you can’t cross the 
river until the people of Northwall learn bridge- 
building techniques, you'll have to concentrate on the 
two to the north first. While you’re waiting for the 
people to enter into the construction era, shine a little 
light on the frozen lake to the northeast. Make sure to 
hit all four corners of the lake so that they'll start a 
fishery and eventually find the magical light. Other 
items to be had in Northwall include a Source of 
Magic, a bomb, Strength of Angel and a Source of 
Life. To get the Source of Life, send a bolt of lightning 
onto the shrine after they discover the initals on the 
old tree. This will shake it out of them, so to speak. 


Act 2 


When you first enter, you'll find yourself at the base 
of the tree. The goal is to climb your way to the top 
through the inside of the tree, but first have a look 
around. There are some jumps you can make if done 
at the correct angle, and the result will be an extra 
man. Be sure to take one level at a time, and don’t 
fall—or try not to anyway—through the openings 
quite yet because there are plenty of light orbs lying 
around. (Okay, there’s only four, and two of them 
have icons worth points instead of the good stuff.) 
Once you enter into the tree itself, you'll find this 
to be the hardest act of all, mainly because there are 
sO many enemies in such a confined area; there’s not 
much room to move. On the way up the tree, you'll 
see enemies and light orbs on the outside of the tree. 


24 


Actraiser 


To get to them, you'll find openings that you'll 
usually have to jump in order to get to them, but 
health will be your main concern. You can find a half 
apple about four ledges up on the left; it’s just below 
the second opening in the tree. A whole apple can be 
found farther up on the right, in the section where 
there are several “branches,” but to get to them all 
you must enter through the very top one. The final 
whole apple can be found near 
the top of the next part in the act. 
Ride the green bubbles up the 
tree on the left and slowly work 
your way over. Of course this is 
also where the highest 
concentration of enemies can be 
found in this part as well. 

Once you make it to the top, you'll find one of the 
tougher bosses in the game. If it’s not sending rocks 
flying around the screen, it’s swooping down on you. 
The easiest thing to do is keep moving back and 
forth. When the bird swoops down on you—there 
doesn’t appear to be a safe spot to avoid this 
one—about the only thing to do is take as many cuts 
as you can and hope you get the fatal blow in first. 
When the snow 
bird finally stops 
to fire its weapon 
at you, try to 
move in as close 
as you can and 
hit it with your 
sword. Strike 
about two or 
three times, then 
duck. Repeat this 
until the beast is 
destroyed. When 


Dishing out the fatal blow. 
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you've defeated the last boss, you'll be taken to Death 
Heim for the final face-off. 

(Here’s a friendly piece of advice: Before you 
enter the battle, go back to the different towns and 
make sure each one is built up as much as possible. 
Remember, to have the highest population, all homes 
must be at level three, which are earthquake-proof. To 
tell whether the area can still grow, check the status of 
each city. If it says MAX next to them, then there can 
be no more additions to the population. The highest 
you can have is level 17 with 24 hit points, 340 spell 
points, eight magic points and seven extra men. The 
first three catagories are related to the total 
population of all the lands. For the same numbers 
above, you must have a population over 4600. The 
last two will depend on what you do with the 
compass. For this reason, you can have either seven 
men and seven magic points or six men and eight 
magic points, but not seven men and eight magic 
points. If you don’t have at least five in each, go back 
and see where you might have missed something.) 


Death Heim 


Death Heim is 
different then the 
rest of the areas 
because all that 
you'll find here are 
end bosses; there are 
no action scenes like 
in other acts. The 
first six bosses you'll = 
face are the final bosses of ah land found in Act 2. 
The only difference is the speed in which they 
move—dquicker. The patterns used to defeat them 
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earlier will still work, but you must move quicker as 
well. Use the same techniques that got you to here 
and you'll be fine. 


The first of the final 
two bosses you'll meet 
will appear as a head 
floating in midair. 
Meteors will rain down 
on you at an angle from 
the top right. Stay in 
the bottom-left corner 
and hop over any that come your way. Then when 
the head comes down, move about one sword length 
away and start blasting at it—you’ll notice you have 
the projectile weapon even though you didn’t do 
anything to receive it. The head will send two energy 
blasts in an oblong pattern. If you’re close enough, 
one will go over you while the other goes under. 
Keep this up until this boss is defeated. 

Now comes the last end boss of the game, and this 
guy is ugly. He has three types of weapons: First 
come three sets of energy blasts. Each set will have 
blast above and one below. When they reach the 
middle of the screen, they will cross through the 
center. The pattern to avoid them is to move in front 
of the first set so that they will pass behind you, then 
move back so that the next set will move in front of 
you, and finally move forward again so that the third 
set will move behind you. The second weapon you'll 
see is a simple large energy blast that will scream 
across the middle of the screen. To avoid it, simply 
duck. The third and most annoying weapon comes in 
the form of two sets of energy blasts that hunt you 
down. The first set will be released at the bottom of 
the screen, while the other set will be released at the 
top. Duck and fire the projectile weapon to knock out 
those two, then jump and fire to take out the top two. 
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If you miss one (or more) don’t worry about it—you 
should be able to knock them out. 


œ F 
fi, 


To finish the big dude off, go for the shiny blue 
orb at the boss’ center. The orb can only be hit when 
the hand is down, which is also when the blue energy 
shot is sent across the screen. Magic can be used but 
try something other than the magical stardust. 
Because the target is so small, the stardust doesn't 
affect it that much. Once you defeat the boss get 
ready for one of the longer endings in video games. 


SHH...THE SECRETS 


Ever want to be a professional video-game player? 
Though you may not get paid, you will have Enix 
(the makers of Actraiser) thinking you are after you 
try this trick out. After completing the game, you will 
be presented with the title screen with the choices, 
Continue or New Game. If you push up or down on 
the controller, you'll be given a third choice: 
Professional! This selection will let you play all of the 
action sequences without the simulation mode to 
interfere with your sword swinging. 
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Bill Laimbeer’s 
Combat Basketball 


Distributor: Hudson Soft 
Game Type: Sports 


WHAT’S GOING ON? 


In the 1980s and 1990s, Bill Laimbeer was the bad boy 
of basketball. His aggressive style of play got too 
many people upset, and Laimbeer “retired” when the 
league bosses pressured him into it. 

Now it’s 2030. Laimbeer is back, he’s the new 
commissioner of the league, and he’s as young and 
healthy as he was back in the 20th century. Some 
people think he used cloning technology, but 
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everyone knows why he’s back: revenge! Laimbeer 
immediately fires all referees and eliminates all 
personal fouls from the game. Now they'll play 
basketball the way Laimbeer likes it! 


PLAYERS 


Bill Laimbeer’s Combat Basketball can be played by 
one or two players simultaneously. In a League 
competition, up to eight players can participate, but 
only two players can play the game at a time. 


SCORING 


Just as in the primitive basketball of the 20th century. 
Each shot is worth two points. If the shot is from 
outside the three-point line, it’s worth three points. 
The team with the most points at the end of the game 
is the winner! 
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LIVES AND CONTINUES 


None of the players in Combat Basketball are killed, 
even when hit by Saw Blades and Homing Missiles! 
They just keep on battling for the ball. Perhaps it’s 
because Laimbeer allows the use of cloning and 
cybernetics to enhance the players. 

When you're playing in a League, you can 
save your progress after every game. If you win your 
division, you'll move up to the next. There are four 
divisions in all; if you win at the highest division, 
you'll be the champion of Combat Basketball! 


Move Players Shoot 
Pass 
Tackle 
Jump 
WEAPONS 


There are five items to be found on the Combat 
Basketball arena floor during play. Three are 
weapons, while two are Special Items. 
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The Homing Missile tracks 
down and knocks out the 
closest opponent. 


The Mine will blow you up, 
knocking you unconscious 
for several seconds. 


The Saw Blade winds toward 
the closest opponent in wide iP Ti 
arcs, knocking him out for 

several seconds when it 7 
strikes him. F 


SPECIAL ITEMS 


The Coin adds $10,000 to your team’s 


funds. You can use money in the League 


to buy new and improved players. 


The Power Up increases the abilities of the 
player that touches it for several seconds. 


32 


Bill Laimbeer’s Combat Basketball 


FRIENDS 


Your friends in this case are the five members of your 
team. Each of your players is rated is five categories. 


Speed: How fast the player can run. 


Agility: How long the player stays on the 
ground after tackling. 


Shooting: I think you know what this one is! 


Aggressiveness: How hard the player 
tackles an opponent. 


Strength: How long the player stays on 
the ground after being tackled. 


At the start of League Play, your team is made up of 
fairly weak players. By collecting Coins during each 
game, and by winning games, you'll earn money to 
buy better players. Each win is worth $50,000, each 
tie $25,000 and each loss $10,000. The more you win, 
the more money you get! 


ENEMIES 


The opposing teams are your foes. In League Play, 
you'll start in the lowest of four divisions. Each 
season is 14 games long. If you’re in the top two of 
your division, you'll advance to the next. Take the 
title in the highest division to see the reward 
sequence of the game! 


STRATEGY SESSION 
Money Changes Everything 


If you’re playing in the League, one tip stands out 
above all the others. Collect Coins! The more money 
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you have, the better. By collecting loadsamoney, 
you'll be able to pick up the more expensive free 
agents while you're still playing in the lowest 
division. 

The best Coin-collecting strategy is to build a big 
lead during the first half. Then spend the remainder 
of the game looking around the arena for Coins. If 
your lead gets too small, score a couple of points, 
then continue your search for moolah. 

If you play the longer games (anything above five 
minutes), you'll be able to collect more Coins, but 
you'll spend more time on the court, which can get 
pretty tedious when you're routing a lousy team. We 
prefer short games of five minutes. 

When you start 
trading, there are Bilt Lainbeer 
two ways to go 
about it. You can 
buy the mid-range 
players ($300,000 
to $500,000), or 
you can save up 
for the really great 
players ($1,000,000 
to $2,000,000). 
Wouldn’t it be nice to have the two-million-dollar 
man, Bill Laimbeer, on your squad? However you do 
it, start trading as soon as you can. The better your 
players, the more you'll win. 


Throw-in Tactics 


The best strategy to use against the computer is to 
tackle their players during the throw-in. As soon as 
the ball is thrown in, whack the receiver, pick up the 
ball, and make the easy close-up shot. If you’re good, 
you can score more than 10 points in a row before the 


34 


Bill Laimbeer’s Combat Basketball 


computer finally gets an 
in-bounds pass past your 


tenacious D. i Tre O O 
When you're trying to PETT E 
do an in-bounds pass f- $ mee 


ri 


yourself, look for a 
Weapon on the court. A 
Saw Blade or Homing 
Missile will get the 
opposing player off your | 
back very quickly! a 


He Shoots, He Scores 


When you're charging toward the basket, try to get a 
teammate to run behind you. This way, if someone 
goes to tackle you, they'll hit your teammate instead, 
giving you time to run away. 

Closer shots are easier to make than long shots 
(yes, it’s true!). Try to be facing the basket whenever 
possible, as well. The less your player has to turn 
before shooting, the better his chances of making the 
shot. Three-point shots are low-percentage, so don’t 
try them unless you're totally desperate. 


SHH... THE SECRETS 


Nothing to be found here for secrets. Just beat your 
opponents to a pulp and the Combat Basketball 
championship will be yours! 


CHAPTER 3 


F-Zero 


Distributor: Nintendo 
Game Type: Racing 


WHAT’S GOING ON? 


In the 25th century, mankind has spread out from the 
planet Earth, made contact with extraterrestrial life, 
and established intergalactic trade routes. Many 
humans have become incredibly rich through this 
trade. Now they’ve used their whopping wealth to 
create a league of deadly racetracks and futuristic 
racing vehicles. The official name of the league is the 
Grand Prix, but the fans of the league have come to 
know it as... F-Zero! 
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PLAYERS 


F-Zero is for one player only. 


SCORING 


There are three Leagues in F-Zero: the Knight League, 
Queen League, and King League. Each League has 
five racetracks, for a total of fifteen tracks. Your goal 
is to complete each League by finishing among the 
top three in each race. 

Each race consists of five laps. With each lap, you 
must be within a fixed target rank to continue. 


Lap 1: 15th Place or Higher 

Lap 2: 10th Place or Higher 

Lap 3: 7th Place or Higher 

Lap 4: 5th Place or Higher 

Lap 5: 3rd Place or Higher 
You score points during the race, depending on your 
placement during the first four laps. 


1st Place: 900 Points 

2nd Place: 600 Points 

3rd Place: 400 Points 

4th Place or Lower: 200 Points 
Finally, when you finish the race, you'll score points if 
you're in first, second or third place. 

1st Place: 2500 Points 

2nd Place: 1500 Points 

3rd Place: 1000 Points 
The game will save the best lap time and ten best race 
times recorded on each track. Compete with your 
friends to set the best times for each Practice track! 


37 


Super NES Games Secrets 


Record times for Death Wind I. 


LIVES AND CONTINUES 


Whenever you are disqualified from a race, crash 
your vehicle, or quit, you'll only be able to continue if 
you have another racing vehicle. You start each 
League with two spares in reserve. 

If your score reaches 10,000 points, 20,000 points, 
or 30,000 points, you'll earn an extra racing vehicle. 
You can have a maximum of five racing vehicles in 
reserve. 


WEAPONS 


You don’t have any weapons to use on the track, but 
you do have the Super Jet. This gives you a four- 
second burst of super-speed, pushing your vehicle 
well past its normal maximum speed. After the Super 
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Jet is used, your vehicle will drop to its normal 
maximum speed. Every time you complete a lap, you 
earn one use of the Super Jet. 


CONTROLS 


Point Nose Down 


m Pause 


Point Nose Up 


Throttle Super Jet 


Shift Weight Shift Weight 
To Left To Right 
SPECIAL ITEMS 


None. 
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FRIENDS 


There are four user-friendly vehicles to choose from 
in F-Zero. Each one has its strengths and weaknesses, 
so experiment with them all to find the one that best 
suits your racing style. 


The Blue Falcon is 
driven by Captain 
Falcon, a famous bounty 
hunter with a mysterious 
past. The Falcon doesn’t 
have any real strengths, but it doesn’t have 
any real weaknesses either—the perfect 
vehicle for beginners. 


The Golden Fox is 
driven by Robert Stuart. 
Robert is the son of 
Kevin Stuart, the scientist 
who designed the 
Golden Fox. The Fox has the best 
acceleration of any F-Zero vehicle, but it has 
a low top speed, a poor turning ability, and 
it can’t take much damage before blowing 
up. For experts only. 


The Wild Goose is 
driven by Pico, an ex- 
soldier with a craving for 
destruction! The Goose 
has an above-average top 
speed, but its best trait is the uncanny 
amount of damage it can absorb. An 
excellent vehicle for aggressive racers. 


The Fire Stingray is 
driven by Samurai 
Goroh, the chunky leader 
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of a group of thugs living within the Red 
Canyon. The Stingray has the fastest top 
speed of any F-Zero vehicle, but it also has 
the slowest acceleration. Using the Super Jet 
at the right moment is crucial when driving 
the Stingray. 


ENEMIES 


Each track in F-Zero has been laden with obstacles. 
Some of them are almost harmless, while others can 
do considerable damage to your vehicle. Watch out! 


The Anti-Gravity Guide Beam is the 
“guard rail” along the edges of each track. 
If you smack into the Beam, you'll take 
some serious damage. Don’t cut those 
corners too sharply! 


The Dash Zone is really just a small 
glowing arrow in the middle of the track. 
Hit it to get a tremendous (and 
temporary) boost of speed. Try activating 
the Super Jet after going through a Dash 
Zone for ultra-fast racing! 


Down-Pull Magnets are placed after 
some Jump Plates. They’ll pull your 
vehicle downward. If you run over 
Magnets, you'll take damage and lose 
most of your speed. 


Jump Plates are springboards that 
catapult your craft into the air. Unless 
you're already at full speed, you'll gain 
speed while in the air. Don’t fly off the 
track or you'll blow up! 
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Land Mines do major damage to your 
vehicle and also throw it out of control for 
a moment. Cut the throttle if you’re 
driving through a minefield. 


Left-Pull (and Right-Pull) Magnets attract 
your vehicle toward the side of the track 
they are placed on. Turn away from the 
Magnets, while still driving forward, to 
resist them. 


Rough is all of the areas on the track that 
appear fuzzy. Light Rough can be driven 
through without a problem if you’re using 
the Super Jet, while heavy Rough will 
slow down your vehicle no matter what 
your speed. Avoid the Rough whenever 
possible. 


The Slip Zone makes turning very tricky, 
since your vehicle loses its contact with 
the magnetic field of the track. You also 
don’t accelerate while on a Slip Zone; 
you're running purely on momentum. 


STRATEGY SESSION 
General Strategies 


If you’re holding the throttle down at the start of the 
race, you'll get a powerful burst of speed, then get 
overtaken by everyone else while you slowly 
accelerate. It’s better to gun the throttle as soon as the 


race begins for a smoother start. 


When you're jumping off the Jump Plates, watch 
out for vehicles on your left and right. Sometimes, an 
aggressive opponent will bump you out of control 


and off the track, killing you instantly! 
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If you’re going too fast to make a turn, there are 
several things you can do. Use the L or R button to 
shift your weight and make a sharper turn. Let go of 
the throttle momentarily as you’re going around the 
turn. Using the brake is usually a last resort, since 
your speed is important, especially with a slow 
accelerator like the Fire Stingray. 

There are two types of vehicles in each race 
besides your own. The aggressive vehicles are three 
of the four vehicles you can choose from at the start 
of the League. For example, if you’re racing through a 
League in the Blue Falcon, then you'll be up against 
the Golden Fox, Wild Goose, and Fire Stingray in 
every race. The aggressive vehicles can never be 
destroyed. 

The passive vehicles are the annoyingly slow 
yellow vehicles that always seem to get in your way 
at the worst possible moment. You can destroy these 
slowpokes by smashing them into the sides of the 
track, but it’s better to just avoid them. 


In the sections that follow, we'll point out some of the 
major hazards and points of interest on each course. 


Knight League 


Mute City I 
1. Pit Row. 


2. Jump Plate. 
Hold Down on the 
controller when 
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you hit the plate for maximum distance on the 
jump, and continue holding down when you 
land so you don’t lose speed while landing. 


Big Blue 


1. Pit Row. 


2. Stay in the center of the 
track to avoid the Rough 
patches on either side. 

3. You should let go of the 
throttle for a moment while 
rounding this sharp turn to 
stop sliding. 


4. Slip Zone. You can 
cut the corner or go 
around the curve. 


Sand Ocean 
1. Pit Row. 


2. The first of many sharp corners 

on the course. This is the first 

track where you may need to use 
4 the L and R 
buttons to 
make sharp 
turns. 


3. Stay in the center of the 
track to avoid the Rough 
areas on either side. 
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4. A nasty 180-degree turn. Watch the throttle 
and shift your weight if you need to. 


5. This is the safest place on the track to use the 
Super Jet, but you may want to slow down to use 
the Pit Row. 


Death Wind I 
1. Dash Zone. 
2. Pit Row. 


3. Kick in the Super Jet after hitting 
the Dash Zone for major speed. 


Silence 


1. Pit Row. 


2. At this point, you can take the 
shortcut road, which cuts through 
a group of Land Mines, or the 
regular road, which curves around. 
If you take the shortcut, drive in 
the center of the track, then make a 
very sharp left turn at the last 
moment to hit the Jump Plate and 
fly over the heavy Rough. 


3. Two very closely 
placed 180-degree 
turns. If you don’t 
use the L and R 
buttons, you’re 
going to crash into 
the guard rails. 


Take the shortcut through 
the minefield. 
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Queen League 


Mute City II 
1. Pit Row. 


2. Both sides of the circle are equally 
fast. Just make sure you turn! 


3. This Jump Plate is placed just after the circle. 
Watch out for it! 


4. Jump Plate. 


Port Town I 
1. Pit Row. 


2. This jump is 
directly over 
Port Town 
itself. If you 
don’t make it, 
you're 
instantly 
destroyed! 


3. Your first encounter 
with Left-Pull and 
Right-Pull Magnets. 
Steer away from them 
to counteract their pull. 
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Red Canyon I 
1. Pit Row. 


2. The first group of 
Down-Pull Mag- 
nets. If you fly over 
them, they’ll take 
you down quick! 
Avoid these down- 
ers if you can. 


3. Drive straight down the small 
curves and you'll avoid the Rough. 


White Land I 
1. Pit Row. 


2. This curve is a 
huge Slip Zone, so 
play it safe. Don’t 
turn too sharply, or 
you'll run into the 
Rough on the inside 
of the curve. 


3. A long series of 
Jump Plates, Down- 
Pull Magnets and strips of heavy 
Rough stretching across the track. 
The more Jump Plates you can hit, 
the better. 


4. Another Slip Zone curve, but this time, there’s no 
Rough to worry about. 


White Land II 
1. Pit Row. 
2. Slip Zone curve. 4 


47 


Super NES Games Secrets 


3. A tough series of sharp curves. Keep your 
speed up as much as possible, since you'll need 
the L and R buttons to get through here alive, 
and using those buttons costs you speed. 


4. A deadly jump over a trackless area. The faster 
you're going when you hit this jump, the better. 


King League 
Mute City II 


1. Pit Row. 
2. Watch out for 
the six large 
“bumpers.” Drive 
directly down the 
center and you 
won’ hit them. If 
you’ve got a vehicle in front of 
= you, slow down! You don’t want to 
crash in this area, or you'll bump 
back and forth like a bumper car, 
losing most of your energy. 
3. A Land Mine field. Use the Super 
Jet to cut through the light Rough 
and avoid the Mines entirely. 


Death Wind II 


1. Dash Zone. This Dash Zone is 
very close to the guard rail, so be 
careful trying to 
hit it. 

2. Dash Zone. 
After hitting this 
Zone, use the L 
and R buttons to 
steer; you'll be 
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going too fast for the control pad to have enough 
of an effect. 


3. Dash Zone. If you hit this one, you'll be going 
too fast when you reach the Pit Row, so you 
should avoid it. 
4. Pit Row. 


5. Dash Zone. 


Port Town II 
1. Pit Row. 
2. This jump is directly over Port 


Town itself. If you don’t make it, 
you're instantly destroyed! 


3. Left-Pull and Right-Pull 
Magnets. Steer away from them 
to counteract their pull. 


4. A sneaky little corner 
that can screw you up 
beyond belief. If you hit 
the corner, you'll bounce 
backwards and lose lots of 
time. Use the L button for 
a quick, sharp and safe 
turn through the corner. 


Red Canyon II 
1. Pit Row. 
2. Down-Pull 
Magnets. 


3. There’s a 
Jump Plate on 
the corner that 
shoots you out to a huge Jump 
Arrow. Try it out! It’s a wild jump! 
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Fire Field 


1. Land Mines. Stay on either 
side of the track to avoid them. 


2. Slip Zone curve. 


3. Both of 
the tracks 
have Pull 
Magnets. 


4. Take the 

4 | outside 

: lane to hit = oe 
the Pit Row. There’s a Dash jem imams 
Zone at the end of the Row. ——— 


SHH... THE SECRETS 
Master League 


If you defeat the King League, 
playing at the Expert Class 
skill level, you'll open up a 
fourth league of tracks called 
the Master League. These 
tracks are guaranteed to drive 
you insane! Good luck! 
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Gradius Ili 


Distributor: Konami 
Game Type: Arcade Action 


WHAT’S GOING ON 


There it is—Bacterion is just up ahead of you. Calmly 
munching on a small planet, you sneak up on it and 
blast away. However, your weapons do nothing but 
alert it to your presence, and dropping the remaining 
mass of the planet, it turns toward you. You are now 
a small appetizer that must be devoured before the 
main course is attended to again. 

Revving up your lasers, you circle the lumbering 
creature and concentrate your weapon at its core. 
Slowly, it weakens and turns white hot, yet it stays on 
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your tail, actually gaining ground. Can you finish 
him off and save the galaxy before he chews you up 
and spits you out? 


WHO ARE YOU? 


You are a Gradian, chosen to protect your universe 
from the evil Bacterion and its minions. Hopping in 
your M.A.X. (modulated artillery exalter) starship, 
you find that there wasn’t enough time to build in the 
energy that your weapons need to fire. You know, 
however, that some enemies will drop off power 
capsules, so a few battles later and you'll be ready to 
take on anything that comes your way. Or will you? 


PLAYERS 


There’s lots of work to do in order to defeat Bacterion 
and its ten mayors, so the mission can be taken one 
by one or two players. Unfortunately, it isn’t two- 
player simultaneous—the second player follows 
when the first loses his ship. 


SCORING 


Everything that moves will yield points. Points, in 
turn, yield extra M.A.X. ships. You get an extra ship 
at 20,000 points, and at every 70,000 points after that. 


LIVES AND HOW TO LOSE THEM 


You start out with an armada of three M.A.X.’s, and 
lose one each time you are hit with enemy fire. (See 
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The Secrets section for assistance on how to alter the 
number of M.A.X.’s you start with.) 


CONTINUES 


You get three credits, though The Secrets will also 
provide some help with this. If you lose all your 
ships, you can start up at the beginning of the last 
level you were on. 


CONTROLS 


Fire weapon 


You can change button Select weapon 


assignments at the 
Options screen. 


WEAPONS 


You start your mission with only the basic Xtron 
Cannon. You have a lot of weapons available to you, 


53 


Super NES Games Secrets 


but they must be earned through the acquisition of 
power-ups. In most cases, the power-ups are received 
by destroying either a string of enemies or hitting 
single enemies that are a golden-yellow color. Each 
power-up you run into boosts your weapon bar, at 
the bottom of the screen, by one notch. Hitting the A 
button adds the highlighted weapon to your arsenal. 
Some weapons can be added more than once. 


Also, you can pick, at the beginning of the game, 
which grouping of weapons you want to use. It’s a 
personal preference which set to use. See the manual 
for a description of each weapon’s effect. 


SPECIAL ITEMS 


In addition to the weapon power-ups, there is a form 
of power-up that is blue instead of the normal red. 
Touching it doesn’t boost your weapon bar, but 
instead acts like a smart bomb, blasting everything on 
the screen into oblivion. They don’t appear at the 
same spot, so don’t try to memorize their positions. 
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FRIENDS 


They say it’s lonely out in space—and Gradius 
III proves it. Sorry, but you have no friends. 


ENEMIES 


While you have no buddies to keep you company 
(sniff), you have plenty of enemies—basically, 
everything that moves. Some items act like kamikaze, 
trying to run into you. Others cruise the surface of the 
terrain you fly past, firing missiles at you. Still others 
do both. Simple rule of thumb: Blast everything that 
comes your way, and you'll live longer. 

Additionally, each level is capped off with a 
mayoral confrontation, featuring one of Bacterion’s 
sub-bosses. Here’s a breakdown of each one: 

Earwig Scorpion (Level 1)—This dude opens and 
closes his massive jaws, but also sends out exploding 
shrapnel at you and little creatures that home on your 
position. 

Bubble Brain (Level 2)—This big jellyfish spits 
out bubbles that bounce around the screen, and 
requires some concentrated fire to hit its nucleus deep 
inside its body. 

QB2B (Level 3)—A mechanical nasty, this one 
fires lasers all over the place. 

Mega Monolith (Level 4)—A two-headed stone 
statue, this beast makes the earth move under your 
feet, over your head and sends out little heads at you. 

Two-Headed Scorch Serpent (Level 5)—This fire- 
breathing dragon slithers around the screen and takes 
up a lot of your piloting space. 

Bulbous (Level 6)—Right out of Little Shop of 
Horrors, this plant fires bullets at you, but mainly has 
jaws of iron that you don’t want to be caught in. 
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Beacon (Level 7)—The whole of Level 7 won’t be 
kind to you, and its boss is the cherry on top. He 
cruises up and down, firing lasers and globes at you. 

Monarch (Level 8)—The first of the Level 8 
“Mayors on Parade,” Monarch is a crystalline, 
tentacled beast that keeps you hopping. 

Ice Ice (Level 8)—It shoots out lasers and moves 
so it’s hard to hit its Achilles’ heel in the center. 

Grim (Level 8)—A very tough boss, Grim shoots a 
wave of lasers that fill the screen and leave little room 
for getting between. It also takes charges at you, so 
you have to be on your toes. 

Shadow Dancer (Level 10)—This walking robot is 
a challenge, not giving you much room to operate. 

Bacterion (Level 10)—Hey, it may be leading this 
onslaught, but it ain’t so tough. Getting to him is the 
tough part. 


STRATEGY SESSION 


General Strategies 


e Do your best to shoot every enemy that appears 
on-screen. Though this may seem like obvious advice, 
it has two purposes: It alleviates the risk of getting 
killed, but also reveals every power-up, offering you 
a chance at boosting your offensive and defensive 
capabilities. 

e The first power-up you should grab is a speed 
up. Skipping this valuable tool will hinder your 
ability to pilot around certain obstacles, especially 
later on when it’s imperative for you to have 
maximum maneuverability. 

e When power-ups do appear on the screen, don’t 
rush off and grab them right away. Often, it’s 
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designed as a way to get you killed in that the next 
shot fired comes right at where the power-up is 
located. Take your time to eliminate most risks before 
grabbing a power-up. 

e Use the option ships to the fullest of their ability. 
For instance, you can often place them so that they 
act like a shield for your ship. Another benefit is their 
long reach. The first boss, Earwig Scorpion, is easily 
dispatched by placing your line of options inside its 
jaws, so it is constantly being fired upon. 


e Watch out for shots that “hide” behind the body 
of an attacker. Many times, with the screen filled with 
enemies, your attention will be somewhere else and 
you'll run right into a stray shot. 

e Most of the bosses offer similar requirements for 
killing them: the breaking through of small gates that 
protect the “real” target, a blue orb at the creature’s 
center. This can be tricky to pull off, particularly 
when you are under fire—as is usually the case. Try 
to let loose with a couple of well-placed shots, do 
your best to evade the enemy fire, then repeat until 
the boss is destroyed. 
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Oh, great. 
Just what 
you 
need—a 
flaming 
dragon to 
get right in 
the middle 


of your 
pathway. 


Level 1—The Dunes of Doom 


As in most games, this level is an initiation to what 
can be expected up ahead. It will give you a chance to 
power your M.A.X. up for the more difficult battles to 
come. You should be able to fly away from your 
confrontation with Earwig Scorpion with speed-up, 
missiles, double firing and some option ships. To 
defeat Earwig Scorpion, simply keep your ship at the 
vertical center of the screen, and train your bullets on 
the green globe at the boss’ center; it’s exposed to 
shots when the jaws open. Move to the right to draw 
the little creatures, then back to the left to avoid them. 
Don’t get too close to the jaws when you move right 
or you'll get hit by them. Easy enough? You bet, so 
let’s move on... 


Level 2—The Carbonation Zone 


Carbonation, eh? That means bubbles, which rhymes 
with trouble, and that’s what you'll have to contend 
with. When you are powering up at the start of this 
level, you'll notice a small creature hanging on the 
left side of the screen. This beast will rush in and steal 
one or two of your options, if you have any. Do your 
best to avoid it, because it’s pretty hard to destroy. 
Beyond that, much of the level is filled with green 
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Wait, what's that thing poking its snout into your area? 
Why it’s an option grabber. As you can see in the picture on 
the right, it’s taken all four that the ship was holding. 


and blue bubbles, which break up into more smaller 
bubbles, and before long the screen is clogged with 
soapy bubbles. The worst part is when you get the 
Bubble Mites, which are bubbles with little creatures 
inside them. When their covering is shot or breaks at 
the left of the screen, the little bugs track you around 
the screen quite relentlessly. Your only hope is to get 
them to the right of you so you can blast them. 

The boss character, Bubble Brain, isn’t too hard to 
eliminate. In a manner similar to Earwig Scorpion, 
place yourself at the far left center of the screen. As 


Why do you 
suppose the 
designers 
called this 
level the 
“Carbonation 
Zone”? 
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you blast at it, its midsection will be cut into, leaving 
only its little eye exposed. The only hazards are the 
bubbles that ricochet around the playfield, but they 
aren’t that difficult, especially if you have some 
options. 


Level 3—Lava Them and Leave Them 


It’s starting to get warm in here, isn’t it? After a 
chance to power up a little, though it’s getting a bit 
dicier with more missiles to avoid, this level offers a 
little bit of everything: floating islands, upside-down 
Have you ever seen an upside-down missile launchers, 
volcano? We've got a couple of them. clumps of earth 
that drop from the 
ceiling and a 
whole load of 
enemies, hanging 
volcanoes blasting 
rocks, mountains 
that have to be 
carved through 
and plenty of 
enemies. 
When you 
reach QB2B, you 
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If you’re careful, you can fit your M.A.X. into the gap between 
the two laser beams that come out of the QB2B. 


should start out in the middle while it opens up. At 
that point, it will fire two straight lasers to the 
left—stay between them while firing at the little gates 
blocking the blue spheres. Continue to fire, but get in 
the space between the zigzag laser fire. When it closes 
up, pilot above and below to avoid the fragmented 
fire, and when it opens up again, repeat the above 
sequence. Continue this until all of the blue globes is 
destroyed, which will take QB2B with them. 


Level 4—Pop Rock 
Monolith 


If there’s one thing that 
Konami loves to throw at you, 
it’s Easter Island heads 
spitting ring lasers at you. 
Sure enough, you'll be 
reintroduced in this level. It 
really doesn’t take much firepower to destroy 
them—simply shoot them in the mouth—but the 
hard part is not getting hit by their projectiles, so 
keep moving around the screen and you'll have 
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better luck surviving. Also helpful is the wealth of 
power-ups available for you to snatch. Be careful of 
the seemingly dormant heads because, like a movie 
theater, a head will pop in front of you at the worst 
moment. 


+ 


The toughest part of the level comes with what I 
call “Heads on a Spit.” A barber pole of heads slings 
out ring fire and turns in front of you, leaving you no 
exit, or so it seems. If you can avoid the rings and 
blast a whole section of heads, the piece will explode 
leaving you a gap to fly through. Hang tough and 
blast them in their mouths. If you don’t, you'll lose a 


Finally, you meet 
the main pop rock 
itself, Mega Monolith. 
When it opens one of 
its mouths, not only 
do you get a slew of 
little heads coming at 
you, but you also get 
a Chicken Little recital 
as the sky starts 
falling and the earth 
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flying up around you. Your best strategy is simple 
survival—stay as close to the center of the screen for 
maximum response time. There’s nothing definitive 
that can be said other than to concentrate your fire on 
one mouth at a time until they are destroyed, while 
avoiding the shards of rock that careen around the 
screen and the little heads. One last downer: You can 
destroy the Mega Monolith but still get hit by falling 
rock and killed. Doesn’t seem fair, does it? 


Level 5—Light My Fire 


Hot stuff again. For instance, you have to avoid the 
flying fireballs that break up into a trio of smaller 
fireballs. To make it worse, there are mountains, top 


This is one snug area to fly through without getting killed. 


and bottom, that constrict the area you have to 
maneuver, particularly about one-third the way 
through, when you have just a small fireball-filled 
channel to pass through. If you can get a shield prior 
to entering, you'll obviously be better off, but if you 
are shieldless, don’t rush into it. Hang back and keep 
the fire button down. 

The Two-Headed Scorch Serpent is much like the 
dragons that pop out on Level 1, but this one differs 
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in that it is one giant dragon with two heads...and it 
spits fire. Simply avoid the lizard’s shots and nail it in 
both heads. While it isn’t that difficult to defeat, it 
will take some time for you to get into position to hit 
it as it hangs at the left side of the screen a lot. It’s 
best if you stay close to the middle because it won’t 
shoot into itself. Also be careful when it is destroyed 
because the pieces that fly off can damage you. 


Level 6—Bacterion’s Garden 


Early in this level, the little hives, if you don’t blast 
them right away, will shimmy and send out little 
ships that are quite dangerous. Stay at the top as 
much as possible—this will help you avoid the gun- 
turret shots that come from the bottom—but shift to 
the center when the plants extend their vines at you, 
at least until you are past them. 


If you aren't careful and 
wander too close to 
Bulbous’ snout, it'll draw 
you in with its powerful 
vacuum. You'll either get 
hit by its fireballs, get 
snapped in its jaws or (as 
you can see at the left) 
slam into it. 


Gradius III 


The boss, Bulbous, is not an easy foe. It opens its 
stony jaws at the top of the screen, and you must 
hammer away at the exposed red section, but when 
its mouth is open, it will try to suck you into it as a 
tasty morsel. Don’t cross to the right of the center, as 
it could easily kill you when it closes its mouth. In 
fact, stick close to the top left of the screen when it 
starts moving, because that’s the only really safe 
place, as long as you avoid the shots that Bulbous’ 
lower flowers take. The biggest problem comes from 
the shots that pass behind Bulbous and are easy to get 
hit by unless you mentally map out their trajectories 
and avoid them. 


Level 7—The Greased Lightning Round 


The beginning of this level really tosses out a ton of 
shots at you. It makes you earn your power ups. Then 
you enter the level and understand why it’s called the 
“Greased Lightning Round.” Before long you’re 
tossed into a bunch of narrow caverns lined with 
machinery. If you don’t have at least two speed-ups, 
you'll be fairly helpless. Also, don’t worry too much 
about power-ups because the main dangers here are 
the small passages and the opening and closing gates. 
To avoid getting one slamming shut in front of you, 
stick close to the center of the screen. 

All roads lead to 
Beacon, however. It will 
come rushing in from the 
left, traveling until it hits 
the right side of the 
screen. Like Level 3’s 
QB2B, it will fire 
fragmented lasers at you 
while bopping up and 
down on the right, but it 
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also throws out blue bouncing balls. The balls aren’t 
too dangerous, but you'll have to be fast to slide 
between or around the lasers. You'll need lots of 
firepower to escape from this stage. 


Level 8—Mayors on Parade 


The power-up section of this level is changed in that 
the first attackers appear out of thin air. You have to 
be ready for anything anywhere. It does give an 
opportunity to gather a good inventory of weapons. 
While the stage isn’t 
simple, you don’t get a slew 
of enemies, but rather a 
series of mayors and 
mayor-like creatures. The 
first throws out five homing 
missiles at you, then starts 
blasting a wide laser beam 
out of its snout—watch for 
the telltale flicker off the front for the laser’s 
appearance. Next, you'll face off with Monarch, a 
tentacled creature that fires bullets off the end of its 


two arms and sends lasers at you from its midsection. 
It also protects itself well by offering a thin corridor 
to shoot through and by crossing its arms in front of 
it. Simple perseverance is about all that you need, 
along with quick reflexes to avoid the lasers. 
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Another mayor comes in, Ice Ice. Nothing cool 
about this dude, as it shoots a wave of fragmented 
lasers that take up more than half the screen. Doesn't 
it figure that you can only shoot it when its open, but 
it only opens to shoot at you? Again, sheer 
persistence and good piloting away from the lasers 
are what it takes—use a full-screen, up-and-down 
pattern to succeed. Once one side is destroyed, it’s 
easier because it only shoots half of its lasers. 

Time for another sub-boss that fills the screen with 
bombs. Avoiding them isn’t that hard, but it isn’t easy 
timing your shots into the boss’ weak spot when its 
guard is out of the way. Move in and out from the left 
to make the bombs spread out a bit, giving you more 
room to move. 

Finally, the last boss of 
the level, Grim, appears. 
Like Ice Ice, it fires a wide 
spread of lasers, but it also 
closes up and flies at you 
on occasion. Your best bet 
for damaging Grim is to 
have the laser weapon and 
wait until he stops on the 
right, then, before he opens up, place yourself so that 
you can hit him in the weak spot at the center. 


Level 9—The Gauntlet 


The person who invented this level is truly twisted. It 
features myriad enemies from the levels up to this 
point, and moves the ceiling and floor up and down 
to keep your attention fully occupied. Wide-open 
halls soon change shape to give precious little space 
to evade attackers. The only way you can survive is 
by getting killed a few times so you know where it 
will be safe to move. 
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Just when the terrain 
stops varying and you grind 
your M.A.X. to a halt for a 
much-needed rest, a weapon 
emplacement appears on the 
right and starts laying all 
sorts of creatures and lasers 
out at you. Be sure you go 
into this area with plenty of 
speed to avoid the dangers. 
If you can get the laser 
weapon and park at the far 
left in front of each of the 
weak spots, you'll be able to ioe T 
stay clear of the lasers, taking care only to avoid the 
other creatures’ shots. It’s still not easy, but gives you 
one less thing to worry about. 

Huh? What do you mean it’s only half done? This 
is sheer agony, but you're almost through. Right off 
the bat, you get waves of criss-crossing boulders, then 
a series of rows that are filled with laser-firing 
beasties. To get past them, try to pick a row that’s 
empty. If you get stuck in an occupied row—which is 
very likely—keep blasting away with all you have to 
try to clear it before its next shot. 


Next comes Shadow 
Dancer, sauntering in 
from the left. You first 
need to get on its left by 
moving under its legs 
when it lifts one. Stay 
off the direct top and 
bottom edge of the 
screen or you'll get hit 
by the little creatures 
that come into play. 
Wait, two Shadow 
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Dancers? You can complain to the game player’s 
union, but first you have some work to do. All you 
have to do is train your firepower at the creatures’ 
centers—you'll know you're doing this by the blue 
globe blinking—and it can be done from under, over 
or either side. Getting a succession of shots is the 
hard part, but there aren’t words that can be put here 
to help you through that. You’re going to have to 
create your own pattern of evasion. 


Level 10—Bacterion’s Lair 


Before you meet Bacterion in the gross flesh, you 
have to first get some power-ups, then meet some 
two-armed creatures. Chip away at their centers and 
destroy their arms before they can get you. After that, 
work your way through the toxic bubbles and 
regenerating walls—no simple task, but missiles 
and/or double firing will help—it’s on to Bacterion. 


When you reach him, try not to get caught up in 
the faces that make up Bacterion, just concentrate on 
the task ahead. In what could be the least challenging 
boss of them all, Bacterion just needs to take a few 
shots to its mouth, and you’re outta there. You’ve 
saved the Gradian nation. Good work. 
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SHH...THE SECRETS 


As in many Konami games, Gradius III is loaded up 
with tricks that you can perform to boost your 
inventory. For example, you can pick up full option, 
missiles and shields by pausing during play and 
using the now-familiar “Konami” code: Up, Up, 
Down, Down, Left, Right, Left, Right, B, A, START. 
The only difference from doing this on the NES is that 
the “left” and “right” are the top forefinger buttons, 
not on the directional controller. (Try pausing the 
game and doing the above code on the direction pad 
for laughs.) The tricky part is that this code can be 
used once per level, but if you don’t use it, it can be 
saved up. For example, not using the code through 
the first three levels will enable you to use it four 
times in Level 4. 

Though you only start with three credits, you can 
boost this to as many as nine by hitting the X button 
very quickly at the title screen. If you don’t hit the 
START button before the title screen disappears, 
you'll have to do it again. 

Did I hear you ask about getting 30 guys? Sure 
enough, Konami’s programmers have put in a back 
door to getting a slew of ships. At the title screen, hit 
Left and hit the A button three times, then hit 
START. Though this doesn’t appear to work in 
conjunction with the nine-credit trick, it will still 
allow you 120 M.A.X.’s over your four credits to save 
the universe. 


70 


CHAPTER 5 


Pilotwings 


Distributor: Nintendo 
Game Type: Flight Simulator 


WHAT’S GOING ON? 


Since the dawn of time, man has dreamed of flight. In 
the last hundred years, that dream has become an 
incredible reality—man has flown to the Moon and 
back! Now you can participate in the flying 
experience by joining the Flight Club. You'll take on 
four disciplines of flight. Master them all and you'll 
be called upon to fly a top-secret mission in a 
futuristic attack helicopter! So what are you waiting 
for? Sign up for the Flight Club today! 
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PLAYERS 


Pilotwings is for one player only. 


SCORING 


Each of the four flying disciplines—Light Plane, 
Skydiving, Rocket Belt, and Hang Glider—has a 
different scoring system. The better you do, the more 
points you score and the better your chances of 
advancing through the ranks. 


The Light Plane has you in the cockpit of a propellor- 
driven biplane. You are scored in four areas. 


Accuracy: How 
close you are to the 
white line in the 
center of the 

: runway. Accuracy is 
LIGHT PLANE judged both by your 
distance from the 
line when you touch 
down, and your distance from the line 
when you come to a complete stop. 


Time: The faster you finish, the higher the 
Time score. 


Angle: The angle between the aircraft and 
the runway when you touch down. 
Bouncing after landing will lower this 
score, as will a steep landing angle. The 
smoother your touchdown, the higher 
your Angle score. 


Ring (or Beam): Every Light Plane course 
has a certain number of Rings (or Beams) 
to fly through. If you pass through all the 
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Rings, you get the maximum score for this 
category. 


Skydiving is a high-speed free-fall from 3,000+ feet. 
You are scored in three areas. 


Accuracy: How close 
you land to the center 
of the target. If you hit 
the bullseye, you'll get 
the maximum score. 
There are also moving 
targets; land on one of 
these to score 100 
points and the chance 
to play a bonus game! 
See The Secrets for more about the bonus 
games. 


SKYDIVING 


Ring: As you free-fall, you'll have to pass 
through Rings. Pass through all the Rings 
for the maximum score. 


Speed: Your speed when you land. If 
you're falling at an acceptable rate, you'll 
get the maximum score. If you’re falling 
too fast and land on your rear end, you 
won't get any points! 


The Rocketbelt is a far-out personal jet system that 
actually exists in real life! You are scored in three 
areas. 


Accuracy: How close you 
land to the center of the 
target after completing 
the task of the course. 
Like Skydiving, the Webs 


closer you are to the 
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bullseye, the more points you score. And, once 
again like Skydiving, if you land on the 
moving target you get 100 points and the 
chance to play a bonus game. 


Time: How quickly you complete the 
course. The faster, the better! 


Speed: Your speed when you land. If 
you're falling at an okay rate, you'll get 
the maximum score. If you’re falling too 
fast and bounce after landing, you won’t 
get the maximum. 


The Hang Glider is a glider that uses the wind to 
gain altitude. You are scored in three areas. 


Time: The faster you 
finish, the higher the 
Time score. 


Accuracy: How close 
you land to the center 
of the target. Accuracy 
is the hardest part of 
the Hang Glider; just landing on the 
target is a challenge, much less hitting the 
bullseye! 


HAMGCGCLIPER 


Speed: Your speed when you land. If 
you're going too fast, you'll eat it and not 
get a maximum score. 


LIVES AND CONTINUES 


The Flight Club consists of eight different levels, 
called Flight Areas, along with two special missions. 
You have to score a certain number of points in one 
Flight Area to advance to the next. If you don’t make 
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the grade, you'll be allowed to try the Area again and 
again until you pass. 

Once you advance to a new Area, you'll receive a 
password. If you have to turn off the Super NES, 
enter the password in your next playing session to 
return to the last Area you reached. 


CONTROLS 


Steer (All Vehicles) 


Light Plane: Decrease Throttle Light Plane: Increase Throttle 
Rocketbelt: Slow Jets Skydiving: Open Parachute 
Helicopter: Decrease Throttle Rocketbelt: Fast Jets 
Hang Glider: Flare 
Helicopter: Increase Throttle 
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Rocketbelt: Change Viewpoint (Top/Behind) 
Helicopter: Fire Missiles 


WEAPONS 


Except for the Helicopter, all of the vehicles in the 
Flight Club don’t have any weaponry. Before you can 
take on the Helicopter, you have to pass through four 
levels; being able to shoot in the ‘Copter is your 
“reward” for doing so well! 


SPECIAL ITEMS 


None. 


FRIENDS 


The Flight Club has four instructors who will guide 
you through the levels. 


Tony is 22 years old. He’ll be your 
guide through the first and fifth levels. 


Shirley is 24 years old. 
She’ll help you with the 
Rocketbelt of the second 
and sixth levels. 


oe Lance keeps his age a secret! He’ll 
=> assist you with the Hang Glider in 
= the third and seventh levels. 
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Big Al is 49 years old. This gruff 
old dude talks you through levels 
four and eight. 


ENEMIES 


The only time you're in danger of “dying” is during 
the two secret helicopter missions. For these levels, 
you have to run through a gauntlet of ground-based 
attack cannons. Use your chopper’s missiles to 
destroy the cannons and clear the way for a safe 
landing at the enemy base. 


STRATEGY SESSION 
General Strategies 


Each vehicle has a few basic techniques that you can 

use. 
Light Plane: Whenever you start a Light 
Plane test, your throttle speed is way too 
low. Crank it up to maximum 
immediately with the A button. On 
landings, come in smoothly and as close 
to the center line as possible. Once you're 
on the runway, you can still steer the 
plane left and right until your throttle 
speed reaches zero. 


Skydiving: Don’t oversteer too much 
during the free-fall. If you tilt in the same 
direction for too long, you'll fly away 
from the rings. Use small tilts forward and 
backward to get through the rings. Once 
you've pulled the rip cord, use the flare 
maneuver to zoom in on the bullseye. 
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Don’t flare as you’re landing, or you'll 
end up on your butt! 


Rocketbelt: Unless you're running really 
low on fuel, use the Fast Jets to fly around. 
The Slow Jets are well-named—they just 
don’t give you bursts of speed and 
altitude like the Fast Jets. When landing 
on the bullseye, use the top-down view. If 
you're trying to land on the moving 
target, use the forward view. 


Hang Glider: The moving white columns 
are the thermal drafts that you have to hit 
to gain altitude. Aim at a column and fly 
straight through it; the thermal will catch 
the glider and send it soaring upward 
anywhere from 300 to 350 feet. On 
landings, use the flare to stall the glider. If 
you don’t use the flare when landing, 
you'll land on your behind! 


Flight Area 1 


Objectives: 
Light Plane, 
Skydiving 
Score Required: 
120 


Light Plane 


This is a real cinch. When 
the lesson begins, crank up 
the throttle to maximum, 
then start diving until 
you’re lined up with the 
first green sphere. There 
are ten spheres lined up >: 
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with the runway. Touch all 
of the spheres to get all 10 
Beam points. 

You don’t need to steer 
left or right at all in this 
lesson. You start out 
perfectly aligned with the 


center of the runway, so keep going straight ahead. 
Touch down without bouncing to get a perfect 


Accuracy score. 


Skydiving 

You'll go straight 
through the first two 
rings if you just leave 
the controls alone and 
fall straight down. You 
may need to tilt 


BREA 


» 
es 


forward just a bit to go 
through the third ring. 
After that, pull the 
cord once you're under 
1,000 feet and start 
zeroing in on the 
bullseye. Use the flare 


to dive at the target. Don’t flare as you’re landing or 


you'll lose 10 Speed points for landing on your 


derriere. 


Flight Area 2 


Objectives: Light 
Plane, Rocketbelt, 
Skydiving 

Score Required: 220 
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Light Plane 


After passing through a 
ring, a message will 
flash on the screen 
telling you the best 
altitude at which to pass 
through the next ring. 
You don’t have to be at 
the exact altitude, but 
the closer you are, the 
easier you'll pass through the ring. After the third 
ring, line up with the runway and land. 


Rocketbelt 


Use the Fast Jets to get a quick takeoff, then tilt forward 
to fly through the first ring. The ring will turn brown when 
you've passed through it. 


The other two rings are just small green spheres until you 
get close to them. Then they change into rings. Fly through 
the second and third rings to complete the objective, then 
head for the target. 


Use the top-down view to zero 
in on the bullseye, and use the 
Fast Jets to keep your descent 
as slow as possible. You should 
be able to plant yourself in the 
dead center of the bullseye 
| (after some practice, of course!). 
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Skydiving | CURRICULUM ee 
The fourth of the five Paer a T ster. 


| 
| 
| 


rings is off to the side. PERAL- inside of 
Turn to the right and fE TE eget 
tilt forward just a bit to f 


pass through the n 


fourth ring, then re- P e e 
adjust your fall to pass fagið UTTON 


through the fifth ring. SCORING © BUTTON 


Flight Area 3 


Objectives: Hangglider, 
Light Plane, 
Rocketbelt 


Score Required: 220 


Hangglider 


When the plane cuts 
you loose, fly toward 
the white puffballs. 
This is the thermal 
draft. Fly straight 


Catch the thermal updraft. 


through the draft and you 
should catch enough air to 
be pushed past 500 feet. 
Now you’ve got to land! Maneuver to give yourself a 
long approach to the target. This will give you time to 
descend gradually and flare with plenty of room to 
spare. 


Light Plane 


Taking off is easy. Kick the throttle to maximum and 
push down on the controller until you soar into the 
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air. The rings are the 
most important part of 
this test; get through 
all of them for 50 
points. It’s tough to get 
a good Angle score 


because you have to dive quickly after the last ring to 
get low enough for a landing. 


Rocketbelt 


The three bars are fairly 
low. The maximum 
altitude you can touch 
one at is 75 feet. Use the 
Fast Jets in bursts to 
keep at about 50 feet. 
The bars will turn 


oe oe 


ve 


brown when you touch them. There are two bullseye 
targets in the water; the smaller one is worth the most 


points (of course!). 


Flight Area 4 


Objectives: Hangglider, 
Light Plane, Rocketbelt, 
Skydiving 

Score Required: 300 


Hangglider 
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After flying through the 
blue ring once, hit a 
thermal draft to gain 
some altitude, then turn 
and pass through it for 
the second time. The 
landing area is almost 
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directly below the ring, so fly away from the area and 
get some distance between you and the area. Hit 
another draft, then turn around and land. 


Light Plane 


After takeoff, fly ahead 
for a while, then make a 
hard turn to come back 
toward the arch. You 
— have to be at 30 feet or 
= | less to get underneath 
ok <5 s it, so be careful! After 
joa pass So the ace use the brown spheres to 
guide your landing. 


Rocketbelt 


The moving rings aren’t that tricky. One of the rings 
isn’t even moving at all! The second ring spins around, 
but you can pass through it sa The third sa shrinks 
and expands. Wait until it 
expands to fly through it. 
If you want the 
maximum score on the 


landing, you'll have to hit | (Le, g F, 


the ultra-small center of 
the bullseye. Good luck! 


Skydiving 


Honeuver through the 8 


rings. Lond inside of 


the vellow torget oreo. 


STORT_THE GAME 
S UT FOR 


= BUTTON 


SCOR ING z 
T E BUTTON 


-= 


Tilt forward slightly to 
get through the first four 
rings. You'll have to turn 
to pass through the fifth 
one, then turn again to 
get through the last few. 
You'll be under 1,000 feet 
just after the final ring. 
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Secret Command 


SECRET COMMAND 


Objective: Rescue abe 
Dur agent bhas infiltrated 


Tony, Shirley and enemy headauerters on Izanu 

Lance from Izanu Island. Your instructors 
. hove been freed and await 

Island by landing at rescue at the helipnari. 


the heliport. Usina the reder as a guide. 
: infiltrate the airspace and 
It will take === 


you a while 
before you get the feel of the Helicopter’s 
controls. After taking off from the 
battleship, take the time to practice with 
the helicopter. Even if you crash, you can 
start the mission over again, so don’t 
worry. 

Once you’ve got the helicopter wired, check out 
the radar in the upper-left corner of the screen. Fly 
toward the heliport (indicated by the red dot). 

Along the way, you'll 
encounter ground-based 
cannons with deadly 
accuracy. Aim the crosshair 
in front of the ‘Copter onto 
a cannon. The crosshair will 
be outlined by a red box, 
and you'll hear a lock-on 
sound. Fire a missile to 
destroy the cannon! You’ve 
got an unlimited supply of 
missiles, so fire away! 

Clearing away the 
heliport cannons is tough. 
Not only are there lots of visible cannons, but there 
are cannons camouflaged in the ground near the base! 
To find these concealed cannons, steer the crosshair 
along the area where you think they are. If the 
crosshair turns red, you’re locked on to a cannon. Fire! 
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Once you’ve destroyed ALL of the cannons 
surrounding the heliport, start reducing the throttle 
to lose altitude. A speed of 
about 83 will bring you down 
nice and slow. Aim for the 
heliport (the large H). When 
you touch down, your 
instructors will run into the 
chopper and you'll have 
completed the mission! Now 
you're ready for the second half of Pilotwings: 
Pilotwings Expert! 


Rescue complete! 


Flight Area 5 


Objectives: Light 
Plane, Skydiving 
Score Required: 140 


Light Plane 


Getting through the two small 
= rings is easy (the first ring is at 
| 250 feet, the second at 200 
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feet); landing on the runway safely isn’t easy! If you 
hit any of the snow piles, your plane will eat it and 
you won't get any points except for the rings. Watch 
out! 


Skydiving 

Don’t maneuver at all and you'll fall through the 
rings easily. The 70-point bullseye is tough to hit, but 
it’s worth the effort! 


Flight Area 6 


Objectives: Light Plane, 
Rocketbelt, Skydiving 


Score Required: 240 


Light Plane 


Don’t dive too fast at the 
arches, or you'll crash 
before you can blink. Level 
off at about 20 feet and fly 
through all three arches, 
then gain a little altitude 
before the runway. 


Rocketbelt 


Use the forward view to find 
the rings, then use the top- 
down view to fly through 
them. Easy! 


Skydiving 

The wind will push you 
way off course if you 
don’t adjust as you’re 
falling. Remember not to 
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adjust too much, or you'll end up making things even 
worse for yourself! Each of the scoring targets (70, 50 
and 30) are equally sized, so you might as well go for 
the 70 points! 


Flight Area 7 


Objectives: Hangglider, 
Light Plane, Rocketbelt 


Score Required: 240 


Hangglider 


If you’re really lucky, you'll only need to hit one 
thermal draft to reach 700 feet, but chances are you 
won't. Just keep using the drafts until you make the 
altitude, then go in for a landing. 


Light Plane 


If you get off course and start missing rings, you 
probably won’t be able to get back on course because 
of the strong winds. You may want to reduce the 
throttle to 90% or less to get some extra turning 
ability. 


Rocketbelt 


The four beams are 
placed dangerously 
close to the ground. 
You'll have to be at 10 
feet or less to touch 
them! Use the Fast 
Jets to stay off the 
ground and out of the 
water. You'll also get 
a better Time score 
with the Fast Jets. 
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Flight Area 8 


Objectives: Hangglider, 
Light Plane, Rocketbelt, 
Skydiving 

Score Required: 320 


Hangglider 

The easiest objective in this Flight Area. Fly through 
the ring twice and land. How much simpler can you 
get? 


Light Plane 


If you fly toward a rotating arch 
and stay very low, you should 
hit it no matter how it’s 
oriented. Once you've got them 
both, look for the brown 
spheres and use them to guide 
your landing. The wind is very 
strong, so watch it. 


Rocketbelt 


Use the forward view to 
find the bouncing targets, 
then use the top-down 
view to fly into their 
bounce path. It’s very 
possible to get 100 points 
in this test if you hurry. 


Skydiving 

The strong winds will make it nearly impossible to 
get through all eight rings, but try your best and 
score some points with a bullseye landing. 
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Secret Command 


Objective: Rescue 
Big Al’s brother from 
Izanu Island by 
landing at the 
heliport. 


The second Secret 
Command is much 


SECRET COMMAND 


like the first. The 
only differences are 
that it’s dark, and 
that there are more 
cannons than in the 
first mission. This is 
easily the most 
difficult objective in 
the game, but if you 
succeed, you'll be rewarded with a cool ending 
sequence! Good luck! 


SHH... THE SECRETS 


Passwords 


These passwords will take you to all of the Flight 
Areas and Secret Command missions. Use them 
wisely! 


Flight Area 1: Start Game 
Flight Area 2: 985206 
Flight Area 3: 394391 
Flight Area 4: 520771 
Secret Command One: 108048 
Flight Area 5: 400718 
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Flight Area 6: 773224 
Flight Area 7: 165411 
Flight Area 8: 760357 
Secret Command Two: 882943 


Bonus Games 


There are two secret bonus games in Pilotwings that 
you can play by landing on the moving targets. When 
you land on a moving target, you get a guaranteed 
100 points and the chance to score even more in the 
bonus game. 

If you’re flying the Rocketbelt and land on the 
moving target, you'll enter a bonus game where you 
become a birdman! Use the yellow pads to bounce 
into the air and fly forward. Hit the P blocks to score 
points. If you make it to the final “splashdown,” aim 
for the center section to score the most points. 

If you’re Skydiving and land on the moving 
target, you'll enter a bonus game where you become 
a diving penguin! Jump off the springboard and aim 
for the highest-scoring area. 

We decided not to print pictures of these secret 
bonus games. We want you to have something to 
look forward to. Good luck! 


Smash the Domes 


All of the Flight 
Areas have strange- 
looking domes on the 
ground. When you're 
in the Rocketbelt, you 
can land on these | 
domes and crush 

them! The domes act ; 
as springs, bouncing 2 - = 
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you into the air. You won't 
even receive a 2-point 
penalty for smashing a 
dome. See how many 
domes you can destroy 
before running out of fuel! 


100-Point Faces 


When you get a perfect score, your instructors will 
make some bizarre faces. Here’s the 100-point mug of 


). 


hot a 
knockout! 
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Populous 


Distributor: Acclaim/ LJN 
Game Type: Strategy 


WHAT’S GOING ON? 


Since the beginning of time, the battle between Good 
and Evil has raged on. Sometimes Good has been 
more powerful, sometimes Evil. Yet the cosmic 
scheme of things always balances the two forces 
again. Now you get to try your hand at changing that 
balance. 

You are Good. Your opponent is Evil. Your battle 
will take place across nearly one thousand 
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worlds—each populated by followers of Good and 
followers of Evil. As a god of Good, you must help 
the Good people to settle; raise crops; advance 
technologically; and ultimately destroy the Evil 
people. Of course, Evil is doing the same thing for his 
followers—and they will destroy your people if you 
let them. 

Will you win and insure happiness throughout 
the universe? Or will Evil succeed and cast its 
blackness upon every life form in the cosmos? Your 
actions will decide! 


PLAYERS 


Populous is for one player only. 


SCORING 


When you conquer 
a world, you receive 
points based on the 
number of battles 
you won, and the 
number of Knights 
and settlements you have left. So it pays to rout the 
opposition completely. 


LIVES AND CONTINUES 


Populous is played out over a series of worlds. Each 
world pits you against Evil. If you destroy all the Evil 
followers in a world, you advance to a new world. If 
all your followers perish, you will have to try the 
world again. 
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Your people are called Walkers. The number of 
Good Walkers determines how much power, 
or Manna, you have. So if you use Manna to 
flatten land for your Walkers, they’ll settle 
more easily, and you'll get more Manna to 
flatten more land. 


Walkers will go through lifespans; they will 
weaken and eventually die. In the more hostile 
worlds, they will die very quickly if they 
cannot settle. Walkers can also die in combat. 


One Walker is the Leader. This Walker is 
similar to the others, except that he can be 
transformed into a Knight. Without a Leader, 
you cannot move the Papal Magnet. 


Every time you defeat a world, you advance to 
a new world. It is not always the next one in 
sequence; you may advance up to five worlds 
ahead, depending on how well you did. 


In the Conquest mode, you'll receive a 
password for each new world you reach. When 
you start playing Populous, select NEW GAME, 
then enter the password for the level you last 
reached. Now you'll start at that world. 


This version of Populous has a temporary save 
function that allows you to store up to three 
saved games in the memory of the Super NES. 
ONCE YOU TURN OFF THE SUPER NES, 
THESE m 
SAVED | >= aaiae E 
GAMES |@, 

ARE LOST! 
These are 
temporary 
save slots 
only. 
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Move Cursor 


The Screen 


Populous 


Pause 


Locate Flatten Land 
Settlement Around 
Settlement 


Lower Land Raise Land 


The Populous screen may look complex, but it’s 
really simpler than it seems. 


The Book of Worlds shows an 
overview of the entire world. 


oo 


It also shows Good 


settlements (white dots), 
Good Walkers (blue 
dots), Evil settlements (dark 
grey dots), Evil Walkers (red dots), 


rocks (light grey dots), and the location 
of the Close-Up Map (white square). 


The Manna Bar is an indication of your current 


strength. 
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Shield gives you informa- — i 
tion on the Walker or 
settlement currently selected 
by the Shield (the Shield 
Bearer). The Bars on the . 
sides of the Shield indicate the 
populations of Good (left bar) and Evil 
(right bar). 


The upper-left corner shows the 
Alignment (Good or Evil) of the Shield 
Bearer. 


The upper-right corner shows the 
Advancement of the Shield Bearer, with a 
picture of one of the Walker Weapons. 


The lower-left corner shows the Shield 
Bearer: Walker, Knight, Leader, or 


settlement. 

e The lower-right corner shows the 
strength of the Shield Bearer. 

° For a settlement, the yellow bar 


shows strength and defensive power. 


° The green bar shows the 
population. If the green bar is full, 
a new Walker will emerge. 


° For a Walker, the bars show the 
strength of the Walker. 


The Close-Up Map is a small view of the current 
world. It’s like a zoom lens view of the white 
square location on the Book of Worlds. It shows 
everything within the area in detail. You also raise 
and lower land with the Close-Up Map, by 
moving the pointer to a location and pressing 
Button A (to raise) or Button B (to lower). 
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The Command Icons control most of the game. 
Press Select to move the cursor to the Command 
Icons, then press A or B to activate it. Some Icons 
change the cursor into another symbol. For 
instance, the Question Mark Icon changes the 
cursor into a Shield. Place the Shield on a Walker 
or settlement and he or it becomes the Shield 
Bearer. 

The rest of the Command Icons are described 
well in the manual, so we won’t repeat that 
information here. In the Strategy Session, you'll 
learn about the shortcut commands and the best 
way to use them. 


WEAPONS 


Since you perform the role of a god, your 
weapons—called Divine Intervention—are truly 
awesome. They range from simple earthquakes to 


SPEC DOPED EEL DEELEEDELLEEEELELL EEL DEDEDE LL 


The Manna Bar. 


devastating floods and volcanoes. In the Strategy 
Session, you'll find some tips for how to use these 
natural disasters effectively. 

Your ability to use weapons depends on how 
much Manna you have. Much of your time as a god is 
spent arranging the land for your worshippers, but 
when the Manna Bar begins to rise, so does your 
ability to attack the enemy. Evil followers beware! 

Walkers use weapons as well—not quite at a 
godly level, of course! Walkers may use (in order of 
effectiveness): Fists, Rocks, Clubs, Spears, Axes, Short 
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Bows, Balls and Chains, Long Bows, and 
Swords—depending on their level of Advancement. 

Depending on the terrain of the world, there may be 
a limit to Advancement. On Desert terrains, for example, 
the Ball and Chain is the highest weapon attainable. 


SPECIAL ITEMS 


None. 


FRIENDS 


You are the Walkers’ friend, and they are yours! Be 
good to them and you'll have power beyond 
imagination. 


ENEMIES 


Evil is the enemy, always has 
dia been, always will be! He will 
actions to insure that his 

people prosper while yours 
suffer horribly. Evil can, 
depending on the world, 
create Knights and use 
Divine Intervention 
just like you! 

Another kind ót enemy appears from time to time. 
These random enemies destroy the land they touch, 
and they don’t discriminate. There’s nothing you can 
do about it when a Swamp Creature cuts a swath 
through your carefully tilled fields, leaving swamps 
in its wake. Random enemies are just another 

problem for a god like yourself to deal with! 
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STRATEGY SESSION 
General Strategies 


Populous is a very open-ended game. You can try any 
kind of strategy you want, although some strategies 
work better than others. Here are some basic 
strategies to get you started. 


Flatten the land so that your Walkers can build 
castles as quickly as possible. This will build 
up your Manna, which is important since it is 
so low at the beginning of each world. 


Don’t try to attack Evil at the beginning of the . 
game. Concentrate your efforts (and Manna) 
on flattening land for your Walkers. 


Here’s a trick to produce Walkers faster than 
normal. Create a castle and then raise the land 
near it. The castle will shrink to a smaller 
settlement, and a Walker will usually come 
out. Then you lower the hill you created to 
rebuild the castle. (This trick can be done using 
a shortcut command. Press the L and X 
buttons and the land will be raised for you, 
then use the X button by itself to flatten the 
land again.) 


Use the Shield to keep an eye on the Evil 
Leader. If the Evil Leader gets too strong, wipe 
him out before Evil turns him into a Knight. 


Building Techniques 


The strategy used to get the Walkers out of 
castles is called Sprogging. Raise one square of 
land next to a castle, and it will turn into a 
smaller settlement. With the castle’s 
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population now jammed into a smaller 
building, a Walker will be ejected. With several 
castles next to each other, raising one square 
can Sprog three castles at once! Don’t forget to 
lower the land you raised to restore the castles. 


If you don’t have enough Manna for a volcano, 
here’s a tricky way to simulate one. Have a 
Walker settle in Evil territory. Scroll the Close- 
Up Map so that your settlement is at the edge 
of the Map, while the center of the Map is 
filled with large Evil settlements. Now raise 
the land up as high as you can! 


You can also create flat land, and then “nipple” 
the land by creating small hills scattered about. 
The Walkers will create smaller settlements 
because of the hills. When you remove the 
hills, castles will be created, releasing a large 
number of Walkers at the same time! 


In the later worlds, the only way to defeat Evil 
is by building as fast as possible. In fact, you'll 
often have to build while he attacks you! If you 
can fend off his attacks and continue to build, 
you'll win. 
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To build land quickly, use the controller shortcuts. Press 
Button L and Button A to raise a large area of land. Press 
L and Button B to lower a large area of land. See The 
Secrets for a list of controller shortcuts. 


Divine Interventions 
Earthquakes 


The Earthquake lets Evil know you're getting stronger, but 
it doesn’t do much except to distract him. For proof of 
this, Earthquake your own settlements and then rebuild. It 
shouldn't take much Manna or time. 


The Swamp can be very effective against castles and Leaders. They 
only work on flat land, but that’s exactly where Evil castles will be! 
Swamping an Evil Knight or Leader is always good for your 
confidence (and Manna). In later worlds, when Evil’s population 
grows like wildfire, the Swamp will also come in handy. 
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Knights 


Knights can really devastate Evil 
settlements. They'll burn the 
settlements and make them 

uninhabitable. The only way to 
get rid of a torched settlement is 4 
to lower it into the ocean! Before : ae 


you create a Knight, make sure your Leader is very strong and has an 
excellent weapon. You can have multiple Knights rampaging at the 
same time if you have enough Manna to create them! 


Volcanoes 


The Volcano is the best Intervention. It creates lots of rocks 
and ruins the land around it. Use the Volcano on the same 
area two or three times to really destroy it! If you are on 
the receiving end of a Volcano, use an Earthquake to flatten 
it out, then rebuild as much as you can. Don't ignore a 
Volcano, because it will wipe out your Walker population. 


Floods 


The Flood can reverse the tide of battle with the click of a button. 
For this reason, it’s a good idea to build your settlements about 
two or three levels high (if Evil can create Floods). If you're 
Flooded, and the water is harmful but not deadly, move to your 
Walkers and build land under them as fast as possible. 
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Armageddon 


Armageddon is a mixed blessing. On one hand, it 
will call the battle to a final conclusion, which 
you’re guaranteed to win if you have more 
Walkers. On the other hand, it won't get you as 
many points as you would score by destroying 
each Walker and settlement via other means (like 
Knights). If you just want to move from world to 
world quickly, use Armageddon. If you want 
maximum points, play each world until you've 
killed every last Evil Walker. 


Defensive Strategies 


When an Evil Knight attacks, you’ve got several 
options. You can ignore him and clean up the damage 
it creates; kill him by Swamping him or lowering him 
into the water; or create a strong Leader to defeat him 
in combat. 


A general defense against Knights is to build 
small settlements in the hills between your 
castles and the Evil castles. Attacking Knights 
will spend their time (and life) attacking the 
houses and huts while your castles remain safe. 


Evil will try to Swamp your Leader on a semi- 
regular basis. Here’s a Swamp defense. Place 
the Papal Magnet in a lumpy area that can’t be 
Swamped. Now you can bring Walkers to the 
Magnet and create Knights to attack Evil. He'll 
try to Swamp you, but as long as the terrain 
won't allow it, he'll merely waste Manna. 


Get your Walkers to build among the Evil 
settlements. You'll be safe from Swamping and 
other disasters, and you'll have settlements 
from which to launch attacks. 
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The Leader 


Building up your Leader can make the difference 
between winning and losing. There are several ways 
to pump him up. 


The most obvious way is to use the Go To 
Papal Magnet, or Gather Then Settle, 
Command Icons. This will get the Leader 
strong and ready to rumble. 


Move the Leader to a castle with a high level 
of Advancement. He’ll become equipped with 
a more powerful weapon. Weaker Walkers 
with stronger weapons usually defeat stronger 
Walkers with inferior weaponry. 


Use the Leader as a pseudo-Knight by moving 
the Papal Magnet onto Evil settlements, then 
using the Go To Papal Magnet Icon. The 
Leader will walk to the settlement and rout it! 
Using the Leader in this way, along with a few 
Knights wandering about, will finish off Evil 
in no time. 
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e When you turn a Leader into a Knight, the 
Papal Magnet moves to the location where the 
transformation took place. Create another 
Leader quickly, or you won’t be able to move 
the Papal Magnet. 


Terrain 


There are ten terrains in Populous. Each terrain has a 
different rating for Population Development and 
Severity. 

Population Development is how fast your Walkers 
multiply. A low Development rate means less 
Walkers. The four ratings are Low, Average, High, 
and Very High. 

Severity is how dangerous the terrain is. The more 
severe a terrain, the less time a Walker can survive on 
the terrain without settling. The five ratings are 
Harmless, Average, Harsh, Dangerous, and Deadly. 


Grassy Plain 


Population 
Development: 
Low 

Severity: 
Harmless 


Desert 


Population 
Development: 
High 
Severity: 
Dangerous 
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Snow and Ice 


Population 
Development: Average 
Severity: Dangerous 


Rock and Lava 


Population 
Development: High 
Severity: Harsh 


Francaise 


Population 
Development: Average 
Severity: Harsh 


Japanesque 


Population 
Development: Low 
Severity: Harsh 


Silly Land 


Population 
Development: Average 
Severity: Harsh 


Populous 


Bit Plains 


Population 
Development: Very 
High 

Severity: Average 


Piglet World 


Population 
Development: Average 
Severity: Deadly 


Cake Land 


Population 
Development: High 
Severity: Harsh 


More Tips and 
Tricks 


Learn from Evil! Watch when it switches from a 
building mode to an attack mode. Check out how it 
flattens the land. Then use this knowledge for your 
own devious purposes. 

Evil will often prevent you from killing its 
Leaders and Knights by lowering the land under 
them. It will just raise the land as fast as you lower it. 
You can succeed with practice, but it costs a lot of 
Manna—Manna that can often be better used 
elsewhere. If water is fatal in the world you’re 
playing, lowering a powerful Knight or Leader into 
the drink may just be worth the effort. 
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Controller Shortcuts 


The Left Button 


° Land A: Raise and flatten 
a large area of land. You 
can achieve the same 
effect by pressing A twice 
and B once. 


L and B: Lower and 
flatten a large area of 
land. You can achieve the 
same effect by pressing B 
twice and A once. 

L and X: Raise the land 
around a castle, turning it 
into a smaller settlement. 
Use this shortcut for 
Sprogging (see above). 

L and Y: Locates Castles. 
Each press of L and Y 
jumps to the next castle. 


Both Buttons 


The Right Button 

e R and A: Selects the 
Raise and Lower Land 
Command Icon. 

e R and B: Select the 
Papal Magnet Comm- 
and Icon. 

e Rand X: Select the Settle 
Command Icon. 

e R and Y: Select the 
Gather Then Settle 
Command Icon. 


¢ Land R and A: Earthquake the area shown on the 


Close-Up Map. 


° Land R and B: Select the Swamp Divine Intervention. 
e Land R and X: Volcano the area shown on the Close-Up 


Map. 


e Land R and Y: Turn your Leader into a Knight. 


Populous 


If your Walkers and the Evil Walkers start a world 
close together, use the Fight Then Settle Icon. Your 
Walkers will work toward the Evil guys, settling 
along the way. 

Each terrain only allows a certain level of 
Advancement. Here are the Advancement levels of a 
few terrains; see if you can determine the maximum 
Advancement levels of the others. 


Grassy Plain: Sword 

Rock and Lava: Sword 
Snow and Ice: No Weapons 
Desert: Ball and Chain 


SHH... THE SECRETS 
Passwords 


Here are a couple of passwords for some of the 
middle levels of Populous. 


Level 342 (Silly Land): ES1D2T5RY 
Level 409 (Bit Plains): N2M4J5B 
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SimCity 


Distributor: Nintendo 
Game Type: Strategy 


WHAT’S GOING ON? 


You’re the Mayor of a brand-new city. You’ve got to 
help your city to grow by setting a budget, listening 
to the complaints of your citizens, and solving 
problems like crime, traffic, and pollution. Can you 
keep your taxes down and your population high to 
turn your city into a Metropolis? 
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PLAYERS 


SimCity is for one player only. 


SCORING 


SimCity isn’t really about scoring points, although 
your performance as Mayor is judged each year on a 
scale of 1 (moronic Mayor) to 1000 (most excellent 
Mayor). SimCity allows you to experiment freely, with 
only the constraint of your budget to worry about. 
There are six scenarios in the game that challenge 
you to solve real problems faced by real cities in 
different eras of time. When you complete these 
scenarios successfully, you'll receive the Key to the City! 


CONTINUES 


During the game, you can save your city to one of the 
two save slots. The save slot will note the name and date 
of your city. You can reload the saved city at any time. 


CONTROLS 


The Menu and Tool Icons control everything that you 
do in SimCity. First, let’s look at the Menu Icons, from 
left to right. 


Menu Icons 


Game Speed sets the speed j= 
at which the game runs. 
There are four settings, 
from fast (the running icon) 
to paused (the bed icon). 
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Move Pointer To Move Pointer To 
Tool Icons Menu Icons 


Cancel Menu 
Selection 


Move Pointer 


Scroll Screen Make Selection 


It’s smart to pause the game whenever you're doing a 
lot of construction, then set the speed back to normal 
when you're finished. 


Option toggles four 
different functions: Auto 
Bulldoze, Auto Budget, Auto 
Goto, and BGM (Back- 
ground Music). of — OE 


Auto Bulldoze means that you will 
automatically bulldoze with the cursor, 
whether you have the Tool Icon set to 
Bulldoze or not. 


Auto Budget means that the SNES will 
take care of the budgeting for you. 


Auto Goto means that the screen will 
jump to the location of the helicopter 
when it reports heavy traffic areas. This is 
helpful is locating the worst traffic areas. 
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BGM simply toggles the music on and off. 
There are different songs for the different 
city sizes, so as your city grows larger, the 
music changes. 


Disasters lets you wreak 
havoc on your city. There 
are six different disasters: 
Fire, Tidal Wave, Plane 
Crash, Tornado, Earth- 
quake, and Monster Attack! 
Don’t use these on a city 
unless you’ve got it saved! 


Information is the most 
important Menu Icon, 
From here, you can access 
six categories, along with 
other miscellaneous items. 


Map 


UUFHEHS 


Map shows you an overview of the entire city, and can 
show many different facets of the city, including crime, 
traffic, pollution, population density and growth, and 
much more. Refer to the Map often to find out where 
your problem areas are located. 
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Graphs 


Graphs will plot out historical graphs of certain trends in 
your city, such as pollution and crime. You can plot small 
graphs covering 10 years of history, or look at the big 
picture with a 120-year graph. 


Tax 


SiG a H 


Tax lets you set the tax rate for the city (from 0% to 20%; 
7% is the ideal tax), and adjust the budgets for city funds. 
There are three funds: the Transportation Fund, Police 
Fund, and Fire Fund. The Transportation Fund pays for the 
upkeep of your roads and rails; the Police Fund pays the 
salaries of your police department; and the Fire Fund 
covers the fire department. 
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Voice 


ok bla tel 


PUBLIC OPINION STATISTICS 
Zo the manar dans = gand Poeuste: 101100 
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Qeersl City Scare 


Voice is a poll of the population. The Public Opinion will show 
what percentage of the population thinks you're doing a good job, 
and what the residents think the worst problems in the city are 
(pollution, crime, etc.). The Statistics shows your total population, 
net migration (how many people came or left in the last year), 
assessed value of your city, the category of the city (Village is 
smallest; Metropolis is largest), and the game level you're playing 
at. Finally, you get an Overall City Score from 1 to 1000. 


Total 
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Total is an overview of how your city is put together. You'll see 
the percentages of different zones, how many kilometers of 
roads, rail and powerline you’ve laid down, how many schools 
and hospitals you have, and a few other miscellaneous stats. 
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History 


History is a summary of the last ten major events that have 
happened in your current game. It’s like a timeline of your city. 


More Menu Icons 


Load.Save is the icon to 
choose when you want to 
save or load a city, exit to E 
the main menu, or quit the [> 
game altogether. There are | 
two save slots to load and L—______ 
save with. When you exit to the main menu or quit 
the game, you'll have the chance to save your city. 


Dr. Wright is your advisor. Select him 
to get advice about problems facing the 
city. Listen to his words of wisdom! 


Magnifying Glass 
lets you examine 
the zones in detail. 
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The Tool Icons 


The Tool Icons are what you use in the actual 
construction of your city. Get to work! 


Bull Doze Area ($1) lets you clear away a single 
square of land. The Bulldozer is very useful for two 
situations. 


Use the Bulldozer along the coast to prepare the land. 


1. To fit Residential (or other) Zones next to 
water. It’s often impossible to place a Zone on 
a coastline because there’s not quite enough 
land. By using the Bulldozer along the coast, 
you'll square off the coast and create a 
foundation for the Zone. 


2. To stop a Zone’s growth. If a Zone is growing 
too large for you, you don’t have to wipe it out 
completely. Bulldoze one corner of the Zone 
and place a Park there. You'll freeze the Zone 
at its current level of development. 


Roads ($10) are your basic paved thoroughfares for 
automobiles. Roads are often the source of traffic 
problems, so use Mass Transit lines whenever 
possible. 


Mass Transit ($20) is a train system that keeps traffic 
well under control. A city with no roads would be 
utterly ridiculous in real life, but in SimCity, a Mass 
Transit-only city is ideal. 
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Power Line ($5) runs electricity from building to 
building. It’s prudent to connect several different 
power lines to the same area. This way, a small 
disaster won’t cut off the power to the entire city! 


Park ($10) may just seem pretty, but it does have a 
use. Zones next to parkland pay more taxes because 
of the higher land value that the parkland creates. 
Don’t worry about creating parks until your city is 
well under way. 


The Residential Zone ($100) is a place for your 
SimPeople to live. Place Residential Zones in 
desirable locations, away from Industrial Zones and 
close to parks and coastlines. 

Some Residential Zones will turn into schools and 
churches. Don’t worry, you'll still be getting the same 
amount of taxes from these buildings. Don’t tear 
them down! 


The Commercial Zone ($100) is where you find 
stores, parking garages, and office buildings. Keep 
your Commercial Zones near Residential Zones. 


The Industrial Zone ($100) is necessary to create a tax 
base and to create jobs for your population. Industrial 
Zones crank up pollution and crime rates, so locate 
them as far away from the center of the city as 
possible. In fact, it’s ideal to place them against the 
edge of the screen. This way, half of the pollution 
they create goes off the screen! 


The Police Department ($500) keeps crime under 
control. There should be at least one Police 
Department on every “screen” of your city. If there 
isn’t, your crime rate will increase. Remember that 
Industrial Zones have the heaviest crime rates. 


The Fire Department ($500) takes action during plane 
crashes and other fire disasters, putting out the 
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flames for you. Actually, you have to “assist” the 
Department by bulldozing around the fires. This will 
prevent them from spreading and allow your firemen 
to take action. You only need a few Fire Departments 
in your city. 


The Stadium ($3000) will bring a sports team to your 
city, increasing the tax base. Don’t build a Stadium 
until the residents demand one. 


The SeaPort ($5000) stimulates the growth of the 
Industrial Zones in the city. Wait until you’ve got a 
large city before you add the SeaPort. 


The Airport ($10000) stimulates the growth of the 
Commercial Zones in the city. Like the SeaPort, wait 
until your city has grown before placing an Airport. 
Place your airport so that planes are taking off over 
water whenever possible. This will reduce the 
chances of air disasters, but you'll still get the 
occasional plane flying (and crashing) over the city. 


Coal Power ($3000) is safer than Nuclear Power (no 
meltdowns!), but it only provides about a third of the 
power and it creates much more pollution. 


Nuclear Power ($5000) is equal to three Coal Power 
plants, and is a much smaller source of pollution. 
However, Nuclear Power plants can melt down, 
contaminating the surrounding terrain with deadly 
radioactivity! 


Special Offers 


Occasionally during the 
game, you'll have the 
chance to build a special 
location, such as a Bank 
or Zoo. All of the special 
locations are beneficial 


ngs & Loan 
Te buitd a 
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«SIMCITY SAVINGS & LOAN 
| Welcome to Simeity 


to the city, so put them 
in areas where they’ll 
Tow” interest. foam do the most good for 


: Be Bes Se, | your citizens. 


| Heilo, this is The bank. 


jteans like This 55% 
iday't Bhat de you say 


FRIENDS 


Your friend in the game 
is Dr. Wright. This 
wacky guy has sound advice on how to create a 
prosperous city, and he’ll entertain you even when 
he’s giving you bad news! Listen carefully to Dr. 
Wright, and he’ll lead you in the “Wright” direction. 


ENEMIES 


Your enemies in this 
game are the same 
enemies faced by city 
officials all over the 
world: crime, pol- 


= = ha 
You better costa some 


potsce stations tast? =| lution, and traffic! Plan 
<< & à | your city right and 
you'll keep all these 
well under control. 


STRATEGY SESSION 


General Strategies 


There aren’t any hard and fast rules to follow in 
SimCity, but here are some general guidelines that 
should keep you on the right track. 
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e In the early stages of your city, you should 
have many Industrial Zones. The jobs created 
by the industry will attract a strong influx of 
citizens. Once your city has grown to 50,000 
people, you should start to have more 
Commercial Zones than Industrial Zones. This 
reflects the economic “shift” that real cities 
experience when they grow. 


e When you're laying out your roads and rails 
(mostly rails, we hope!), keep them as straight 
as possible. Unnecessary curves create 
bottlenecks of traffic and cost money in the 
Transportation Budget. Even if your city 
suffers from a “gridiron” look, it will still have 
an efficient transportation system, which 
means less traffic and pollution. 


e You should only build a single Airport. Even if 
you build multiple Airports, the game will 
only recognize the first Airport you build as 
having an effect on the economy. Extra 
Airports just cost lots more money and create 
more pollution. 


Solving the Scenarios 


Each of the six scenarios is challenging, but each has 
its own strategy that you can use effectively to win. If 
you complete all the scenarios, you’re a real master 
planner! 


San Francicse. U.S.A 


San Francisco | ; = 
Earthquake (1906) ana Sn — 


At the start of the 
Scenario, set the Game 
Speed to pause. Now 
place some Fire Depart- 
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You'll need some Fire Departments! 


ments at various points around the city (three or four 
should be enough). If you don’t do this, the fires 
started by the earthquake will rage quickly out of 
control! 

Once the earthquake 
strikes, pause the Game 
Speed and use the 
Bulldozer to clear the 
rubble around the fires. 
This will keep the fires 
from spreading, and 
they’ll eventually burn 
themselves out. 


Once the fires are taken care of, 
fix the power grid. Get as many 
people back on m= — 
line as possible to 
prevent a mass 
exodus of people 

. from San Fran- 
cisco. You'll need to keep them in 
town if you want to win the scenario! 
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Finally, with the time and money you have left, 
try to rebuild San Francisco’s transportation system 
to be more efficient! All the winding roads should be 
replaced with simpler, more efficient straight roads. 
Keep straightening until your five years are up! 


Bern 


Traffic (1965) 

The object of this 
scenario is to reduce 
traffic, but don’t lost 
sight of the big picture. 
Don’t throw all your 


efforts into traffic control 
just to watch crime 
skyrocket! 


Bern. Switzertand 1965 


Rapid growth and 
city Planning =. eSusea d 
Traffic te œ 


ome To 
| SfandstTiit. The biohways 


have become unsafe arè 
the motorists are 


becoming militant. Since 


The residents "r This 
K 


pian quick * 

average traffic density 
Within 10 years and The 
citizens of Berm wiii 


Rake you The National 
Transportation 


Planner 


At the start of the 
scenario, check out the 
West and South sides of 
town. You'll see huge 
expanses of essentially 
useless roads. Bulldoze 
these roads and you'll 
reduce your Transporta- 


tion Bude (less road to maintain!) Bern’s budget is 
very much in the red, so you have to get it back 
under control any way you can. 


Once you’ve de- 
stroyed all the unneeded 
roads, begin a program 
of replacing the con- 
gested roads with Mass 
Transit rails. Work slow- 
ly and carefully, and 
don’t construct rails you 
don’t need! 
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If you need to 
construct additional 


Zones in this scenario (if 
you do, it will be near 
the end of your ten 
years), build on the 
Eastern side of the city. 
You can stick Industrial 
Zones up against the 
edge of the screen, 
above the power plants. 


Tokyo 
Monster Attack (1961) 


Tokyos 


| Bowser. 


| Koopa'’s is 


Japan 
Kina of the 


Games Secrets 


1957 
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This is a fairly simple 
scenario. Follow Bowser 
as he rampages through 
Tokyo. Bulldoze around 
any fires that are started, 


pr 


and reconnect the power 
grid. When Bowser 
returns to the sea, 
reconstruct everything 
better than it was before! 


124 


SimCity 


Detroit 
Detroit» ~S.Aa. 1972 


Crime (1972) with =E o =n 


First, you have to get the 
budget under control. Do 
this by dozing unneces- 
sary roads. Replace the |: : : 

main roads with rails to | #*?ta"is'yesrst°"*°" 
reduce pollution. 


eee eee You may need 


al ae ee > vay E t lower the 
| == " f budgets for the 


were Se IE various Funds to 
about 75 percent. 
This will force you 
TexesCollecres = @ to make repairs 
eg ae ee | later, but it will 

D give you more 
money in the short 
term, which is 
what you need for 
this scenario. 

Start placing 
Police Departments 
to lower the crime 
rate, then start re- 
building the inner 
city, creating parkland to raise the land value. By 
improving the inner city, crime will plummet and 
you'll win the scenario. 


Boston 


Nuclear Meltdown (2010) 


Pause the city at the beginning of the scenario and 
locate all the nuclear reactors. This will help you to 
reconnect the power grid after meltdown occurs! 
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Boston., U.S.A. 2010 


A nuclear mighimere has 
occured in Boston. The 
Plant*s water pressure 
dropped te criticeat 
ieweis causing The core 
To overheat and explode. 
This incident coincided 


Ss made parts 
city uniivablie. 
Your task is Te isolate 
the contaminated areas 
oi ye rebe: td The city in 


When the meltdown 
happens, bulldoze a- 
round the radioactive 
waste. Be sure to doze all 
of the roads and rails in 
the contaminated area; 
it’s just a waste of the 
Transportation Fund if 
you don’t. Once the dozing is finished, proceed as 
usual until the scenario is finished. 


Rio de Janeiro 


Brazil ` 
2047 


Coastal Flooding (2047) The Greenhouse Effect 
ee Se 
Play the scenario until the zeus raising the soria*s 


flood happens to learn | are now under water and 


The rising water levels 


Rio De Janeiro» 


the locations of mory city. Your task is ro 

i amasei by tha fieea ana 
the Zones that ; oe 
are flooded out Fe io a 


and destroyed. 
; 7 Then restart the 
scenario. You'll 
have a better 
idea of what 
will happen, 
and when! 
Build a new power plant 
immediately, then start placing 
Zones on the West side of the 
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city, away from the coast. These Zones will take over 
for the Zones that are destroyed by the flood. When 
the flood waters recede, use the Park icon along the 
flooded area to boost the land value. Play as normal 
until the scenario is wrapped up! 
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Super 
Castlevania IV 


* Gicei 


CONTINUE 
i 7 im 


1991 KOMGMI CTI, LIG, 
ix: ENSED HY MIMIE MDD 


Distributor: Konami 
Game Type: Arcade Action 


WHAT’S GOING ON 


The calendar has spun off 100 years, and Dracula has 
surfaced again to wreak his brand of havoc on 
Transylvania. Will the vampires be victorious this 
century? Not if the Belmont family has anything to 
say about it. 


WHO ARE YOU? 


You are Simon Belmont, once again set to bring your 
family into battle against Dracula and his gang of evil 
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blood suckers. You'll need every trick that your 
family knows from previous encounters, plus all the 
items you find along your trek. 


PLAYERS 


Though you could use the help, the conflict with 
Dracula is a one-player game. 


SCORING 


Items can be found inside the candleabras that are on 
the walls. Make sure you hit them with your whip to 
release whatever is inside, then pick up the item by 
moving Simon into it. Virtually every enemy you kill 
adds to you score, as well as any money bags that 
drop out of candles. 

The benefit of a higher score is that you get an 
extra man for 20,000 points, and for every 50,000 
points after that. You'll definitely need them. 


LIVES AND HOW TO LOSE THEM 


You start out with five lives, but you will get damage 
when you come in contact with an enemy or get hit 
by an attacker’s weapon. When your power gauge 
drops to zero, you lose a life. 


CONTINUES 


When your initial five lives are gone, you’re finished, 
but before you die you can unearth and gain 1-Ups 
along the way to help you prolong your quest. You 
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can get a password at the end of the game, however, 
that will let you pick up a quest from the level you 
were last on. 


CONTROLS 


Swing your 
whip 


Move Simon 


You can change Jump 


button assignments 
at the Options screen. 


WEAPONS 


You start the journey with just a whip, but you can 
gather additional weapons along the way: 


Dagger—Can be thrown across the screen at 
attackers. 

Axe—Can also be thrown across the screen, but it 
works like a lob in tennis, looping high in the air. 


130 


Super Castlevania IV 


Fire Bomb—What would you expect a fire bomb 
to do? It causes a fire. 

Boomerang—You can fling this across the 
playfield and take out all enemies it comes in contact 
with. It will also faithfully return to you, as long as 
you catch it. 

Cross—Like a smart bomb, when 
you touch this item it eliminates all the 
attackers you can see. 


SPECIAL ITEMS 


There are lots of other goodies that you can find to 
help you out, which you will also find in the wall- 
mounted candle holders: 

Watch—This will stop enemies in their tracks. 

Small Heart—Adds one to the number of shots 
you can take with your special weapon. 

Large Heart—Adds three to the number of shots 
you can take with your special weapon. 

Invisibility Potion—It gives you momentary 
invulnerability. 

Morning Star—To become more powerful, this 
item boosts your whip’s strength. 

Money Bag—Gives you a varied quantity of 
points. 

Double Shot—Lets you throw a weapon twice. 

Triple Shot—Lets you throw the same weapon 
three times. 

Small and Large Pork Chops—These refill your 
power gauge a certain amount. 

Magic Crystal—Each end boss, when 
destroyed, yields a magic crystal, which 
boosts your power gauge and gives youa 
time bonus. 

1-Up—tThis gives you a free life. 
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FRIENDS 


It’s hard to round up a posse of vampire hunters 
these days, but you have the Belmont family name 
and history behind you. Not good enough, you say? 
It certainly had better be. 


ENEMIES 


You may not have any friends, but you're at no loss to 
find any enemies. The bad guys are proliferating 
through Transylvania, so you have to do them in. The 
boss characters may not be “end” bosses, often 
appearing midstage: 

Rowdain—It rides in, a bag of bones on a skeleton 
of a horse. 

Medusa—She slithers on the floor, letting her pet 
snakes run free toward you. 

Orphic Vipers—This is a Siamese twin, double- 
headed dragon. 

Peweyxil—This creature isn’t here to make 
conversation with you, but it does waggle its tongue. 
Its name backwards is “lixyewep,” which is close 
enough to “licks you up” for me. 

Koranot—A former Rolling Stone, who used to 
live in Boulder, Colorado, but moved to Pebble 
Beach. Just kidding. Read his name backwards also 
for a hint. 

The Dancing Spectres—The band has gone home 
for the night, but not the marathon waltzing couples. 

Sir Grakul—A gigantic knight with a bad 
attitude—and weapons to match. 

The Monster—I would have called him 
Frankenstein, but the name was taken. The Monster 
gets the point across. 

Zapf Bat—Too witty to call a dingbat, it will hover 
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its glittery form over you quite threateningly. 
Akmodan II—Don'’t call him a wrap star, because 
he’ll come unraveled before your eyes. 
Slogra—A horrific gargoyle that can easily be 
called ugly with a capital U. 


Dracula—What 
introduction would do the 
Prince of Darkness justice. 
He’s out take over the 
world, and you’re the 
only one to stop him. Be 
careful, because he’s got 
tricks up his sleeve. 


Don’t forget that these are only the boss 
characters. You'll meet lots of baddies as you journey 
through Transylvania. Don’t bother stopping to ask 
their names—it’s not important for your survival, but 
snapping the whip like Indiana Jones is. 


STRATEGY SESSION 


General Strategies 


e Before your first game, 
take a few practice swings 
with the whip during Level 1 
to get used to using the whip. 
This will not only assist you in 
destroying enemies in any 
location (you can whip in 
eight directions), but also to 
get over some impossible 
jumps where there are special 
rings attached to the wall. It’s 
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an acquired ability, but you'll often need it to save 
your life. 

e It’s important for you to try to hit every candle, 
so you can gather what’s inside. However, don’t take 
too much time doing that because you’re up against 
the clock to finish the level. Keep an eye on the timer 
to make sure you have enough time to get through 
before it ticks off. 

e If you have time during a level, don’t forget to 
takes some swipes at walls to see if there are hidden 
objects buried behind the blocks. You may even find 
extra health and 1-Ups, which are extremely helpful 
in staying alive. Many are in the lower three blocks, 
but some are higher. 

e Get as many hearts as possible. The more you have, 
the more of the special weapon you can use. Don’t 
risk your neck for them, but there are plenty availble 
by basic candle-slashing. 


Stage 1 


Although this stage is designed to get you familiar 
with the game, it gives you little extra time to search 
for hidden items, to explore and get use to the 
controls. Watch your timer. 

In Block 1-2, there are the rings on the wall that 
will help you get use to swinging. Make good use of 


The hiding hand (left) will bother you on some levels. It 
reveals a monster if you get too close (right). 
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this time to practice, because it’s a vital part of the 
game. The enemy to watch for here is the guy hiding 
behind the pillar—all you see 
is the hand until it pops up to 
hit you one. Watch for this guy 
elsewhere in the game. You 
know the green guys, the ones 
that look like dried jellyfish, 
that hang from the ceiling then 
fall on top of you once you 
pass? Whip straight up to get 
these guys out the way 
quickly. Also, watch out for the 
slates in the floor, because they’ll flip and cause you 
to fall to your death if you’re not careful. Lastly, grab 
the small pork chop before entering the battle with 
the stage boss. 

To defeat the first 
boss, named Rowdain, 
use whatever special 
weapon you may 
have—hopefully that’s 
the dagger—and hit the f 
skeleton horse in the f 
head. Once the horse f 
blows up, get ready for kE a Na a a, 
the skeleton itself to come at you with its sword. You 
can use your whip on the Rowdain for an easy kill. 
He will also explode, but don’t let up. That doesn’t 
mean he’s dead, so keep fighting until you get the 
Magic Crystal. 


Stage 2 


In Block 2-2, you can fall into the mud pits (where the 
frogs are) and get the watch, if it should fall in there. 
There may be an easier stage boss in video games 
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than Medusa, but 
it’s hard to find. The 
strange thing is that 
she’s right in the 
middle of stage, for 
crying out loud. 
i Whatever happened 
to end bosses? Don’t worry about 
the snakes that she sends out; they 
do only two bars of damage. 

In Block 2-3, watch out for the 
big hands. They'll like to squeeze 
the hearts of you. 


Stage 3 


When you reach the spot where you'll start down, be 
sure to whip the walls on the bottom left—jackpot 
city. When the ceiling trembles, you can bet that 
something is going to fall. 

In Block 3-3, a 
you'll be introduced EAS oiamnaamias soe 
to several new Wai 
characters and 
obstacles. There are 
the “Creature from 
the Black Lagoon” 
guys that like to 
spit at you; light 
brown blocks that 
will dissolve when 
you step on them (if 
the block has a star 
on it, it’s solid); and falling blocks that appear out of 
nowhere. To get by the falling blocks, stand in place 
and wait until four of them drop. It’ll be safe to 
proceed in the lull. 
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In Block 3-3, if you’ve found all the dissolving 
blocks have gone and it looks like you’re stuck, just 
go back a little ways. When you return the block will 
have also returned allowing you to make the 
necessary jumps. This applies through the entire 
game—okay, most of the game. 

Make sure you 
beat the skeleton 
dragons when they’re 
over solid ground. 
Some will leave 
Morning Stars and 
small hearts, while 
others will leave tons 
of big hearts. The 
two-headed dragon, 
Orphic Viper, can be defeated by staying on the 
center platform, ducking and whipping like mad. 


Stage 4 


More spinning floors 
greet you in this stage. 
This time, they’re 
larger and green. You'll 
have to be quick on the 
jump. The Block 4-1 
boss, Peweyxil, will 
give you a good tongue 
lashing. Stand to the 
left of the bottom 
platform on the left and whip. When damage is 
inflicted, you'll do two bars of damage to his one. 

In the rotating room of Block 4-2, you’ll need to 
grab the ring for the first rotation. At the second 
rotation, grab the ring again and hold on. Did you try 
to jump into the opening? Bad choice. Instead, wait 
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The SNES’ Mode 7 (see the Tech Talk chapter for more 
information) makes this not only a wild room to “ride” 
through, but also quite a challenge. After defeating the 
creatures, don’t drop through the opening, even though it 
seems obvious to do so. Instead, “hang” around for a while. 


for a platform to appear for you to jump on, then 
move to Block 4-3. 

Block 4-4 can be confusing if you try to go up. 
Everything will start to repeat itself. The only reason 
to go up is to get any special items you want. You'll 
soon realize that the real way out is to the right. If 
you do choose to explore upwards, exit to the right 
whenever you can. 

The big stone man, Koranot, will cause stone 
blocks to fall on you, but if you can stay to the right 
of the moving platform on the left, use whatever 
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special 
weapon 
you may 
have and 
whip as 
much as 
possible. 


Stage 5 


This is, plainly put, a nothing 
level. If you can’t get past this 
one you should hang up the 
old control pad and think 
about taking up underwater 
basket-weaving. It’s not that 
there isn’t anything coming 
after you, but it’s all very basic. 


Stage 6 


The haunting dogs that come at early in this stage 
aren't tough to defeat, they’re just very quick. The 
next area, with the giant chandeliers, will really test 
your jumping skills. Try waiting for the chandeliers 
to start moving to the right, then jump to the next 
platform. 
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What happens when the roof starts to wiggle? All 
together now: the roof comes tumbling down. When the 
old maids come out, stand in the center of the screen 
and whip up. The rotating platforms now appear as 
gray blocks with spikes on one side, and watch out 
for the killer coffins—as soon as you pass them they'll 
charge after you. 

The red skeletons 
are like Dry Bones in 
Super Mario Bros. 3: 
don’t stand around too 
long because they come 
back to life. In this 
stage, you'll also find 
hands popping out of 


This 1-Up in ee : 
hewali > | the wall, trying to grab 
will help -=| you. To get rid of them, 
you get you must kill the 

through the skeleton on the other 
ee side of them. Finally, 
eee beware of the killer 

pectres ; 

wvithout tables, whip them before 
having to you get too close. 

start over. At the end of Block 


6-3, search the last wall 
before going against the Dancing Spectres, for a 1-Up. 
Defeating the Dancing Spectres will take some fancy 
footwork: Try jumping from platform to platform 
clockwise until they’re 
destroyed. 


Stage 7 


Block 7-1 isn’t too unusual, 
at least not until you reach 
the novels of “War and 
Peace.” In Block 7-2, a red Ride any good books lately? 
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caterpillar will 
appear. You can 
either whip it to 
death or stay away 
from it, and it will 
disappear through 
the top of the 
screen. Also, watch 
for the lump in the 
carpet. It’ll ride you 
up into the spikes if 
you don’t duck as 
you're on it. 

To defeat Sir Grakul, simply stay on the ledge to 
the left and whip. Time your jumps over the flames 
and his axe/sword. Even if you’re careless, if you 
have most of your health at the start of the battle, you 
can still out-distance him in the damage department. 


Stage 8 


You can fall into the green muck, but, unlike other 
previous levels, it’ll cost you two bars of health. 
When it comes to the spiked platforms, it’s always 
better to go over the top as opposed to under. Keep 
an eye on the ceiling, there are some spears with your 
name on it, and they don’t warn you before they fall. 
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It definitely 
helps to have the 
daggers when it 
comes to defeating 
The Monster, but 
again, if you have 
plenty of health, 
you can outlast him 
in a slugfest. 


Stage 9 


In Block 8-2, take care not 
to get hit or jump through the 
wooden planks in the stairs. 
If you fall through, it’s a long 
way down. When it comes to 
the spikes that fly down at 
you, right before The 
Monster, just kneel and move 
to the right. You'll safely pass 
under them with no trouble. 


Watch out for the pink treasure chest: After standing 
on them for a brief moment eles disappear before 


your very eyes. 

Be sure to at 
least try to 
make all jumps 
when you find 
a ring. You 
never know 
what you'll 
find, but you'll 
need at least 


two Morning p= 


Stars to make it 
across. 
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At the end of Block 9-2, every candle seems to be a 
money bag worth big points. The end boss, Zapf Bat, 
is fairly easy to tame. Get under the money driven bat 
and whip away the loose change. If you’re 
aggressive, he’ll be no match. 


Stage 10 


Remember, if you see something wiggling up above 
you, chances are it'll be coming your way. Other than 
some timing jumps, this stage isn’t too complicated. 
The end boss, Akmodan II, can be defeated by 
hopping between the ledge on the left and the hour 
hand on the clock. When the mummy gets close, use 
the limp whip technique to wave at the boss. When 
he’s down to the last few bars of health, you can give 
him a few good full shots of the whip. 


You can’t do damage to Akmodan II until he is fully clothed 
in his bandages. Unfortunately, he wraps and unwraps a lot. 


Stage 11 


Block 11-1 is pretty basic, but in Block 11-2 you don’t 
have time to stop and smell the roses. All you can do 
is run to the right. Once on the other side of the 
bridge, you'll enter one of the most difficult sections 
of the game. Not only do you have the stairs falling 
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away as you go, but 
you have this huge 
spiked wheel hot 
on your tail. To 
keep from getting 
skewered, you'll 
have to be very 
quick up the stairs 
and in defeating the 
enemies along the 
way. If you can 
make it to the next level or set of stairs, the wheel will 
retreat for a few seconds. 
Ey MIERE a Once you make it to the 
special rings, and you start 
swing on the right one, the 
wheel will disappear for 
good...but don’t think 
you're out of the woods 
yet. You’re at about the 
halfway mark for this 
section. All you have to do 
from here is hop on a 
i moving platform, ride it, 
then jump to the special rings, swing from them to a 
solid ledge, catch a ride on more platforms in an 


Before you meet Dracula, you 
have to deal with these two. 


144 


Super Castlevania IV 


effort not to get crushed by the spikes at the bottom 
of the ledges. Then ride up on more platforms, 
starting on the right side of the screen, as you hop to 
the left. You’ll be rewarded for your efforts—if you 
haven't smashed the game with a sledge hammer out 
of frustration—with a fairly easy pattern for the end 
boss, Slogra. When he approaches you, whip him. 
When he jumps into the air, quickly move to the other 
side of the screen, then turn and whip. When he 
jumps again, move to the other side. If anything, this 
takes patience and timing. 

The boss following Slogra is a big gargoyle. The 
trick here is to attack him when he flies about the 
room. As soor. as he stops, run in the other direction. 

The boss that follows Mr. Gargoyle is the easiest 
boss since Medusa in Stage 2. Just stand in the left 
corner, behind the rock ledge, and whip the small 
sickles as they approach (and anything else for that 
matter). Finish off by ducking when the big sickle 
twirls about the room. 

Now it’s time for the big boy, Dracula himself. The 
first thing you should do is build up your hearts if 
you're low; 
build up to 
about 50 or 
so. You can 
exit and 
reenter the 
chamber, 
which will 
cause the 
candles to 
reappear. 
Using the 
boomerang, 
jump and 
We all know what sunlight does to vampires. hit Dracula 
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in the head with it. When the pink fireball comes out, 
whip it then jump over the three smaller fireballs that 
appear. If four appear, whip the top one quickly and 
then jump. When you’ve reduced his health bar by a 
quarter, he’ll release homing fire beasts. They can be 
avoided by luring them in one direction, then 
whipping them as you pass on their other side. Be 
careful though because they will fall to the ground in 
a fiery mass, all of which can do heavy damage to 
you. Dracula will also let loose a single globe that will 
aimlessly wander about the screen. When it finally 
stops, it’ll spray the screen with bullets. This is okay 
if you can whip the globe, because a small pork chop 
will be left in its place. 

Just when you think there couldn’t be any more, 
lightning bolts will rain from the sky. You'll have to 
be quick to move in between the four bolts right 
before they strike. If you’ve maintained your attack 
on Dracula during all this, you'll defeat him in 20 to 
30 years, or so it seems. As a final note, after Dracula 
is defeated remember the timer is still running until 
you pick up the Magic Crystal. I’d hate to see you 
have to go through all that again by relaxing too 
soon. Good show! 


PRESENTED 


KONAMI 
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Super Ghouls’n 
Ghosts 


Distributor: Capcom 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Many years ago, Arthur destroyed the ghosts of the 
Ghoul Realm and rescued lovely Princess Guinevere. 
Since then, he has wandered the world searching for 
the secrets of White Magic. 

Sardius, The Emperor of Evil, has kidnaped 
Princess Guinevere and taken her to the Phantom 
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Zone. The Ghoul Realm has come back to life, and so 
have the ghouls and ghosts! Arthur must fight the 
denizens of the Realm, and search for the ultimate 
weapon—Magic! 


ati ai sas 


All is well in the kingdom. 


PLAYERS 
Super Ghouls ‘n Ghosts is for one player only. 


SCORING 


You score points by destroying your Undead foes and 
by collecting bags of gold. 
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LIVES AND CONTINUES 


You start the game with three lives, 
although you can enter the Option 
Screen to give 
yourself up to nine 
lives at the start of 
the game. In each 
life, you must be 
hit twice to die. On the first hit, you 
lose your armor. On the second hit, 
you turn into a pile of bones! 

Fach Stage of Super Ghouls ’n Ghosts is timed. 
You have five minutes to make it through each Stage. 
If the timer reaches 0:00, you will lose a life. 

You start the game with five continues. If you lose 
all your lives, you can continue from the last Stage 
you reached. If you run out of continues, the game is 
over and you'll need to start way back at the 
beginning. 


WEAPONS 


There are fourteen weapons you can use in Super 
Ghouls ’n Ghosts. Seven of the weapons also have a 
special type of magic that you can only use when 
wearing the Golden Armor. If you want to keep the 
weapon you are using, and don’t wish to pick up a 
new weapon, jump over the new weapon without 
touching it. Be careful, because some weapons are 
almost impossible to avoid! 


Weapons of Knightly Power 


The Lance fires straight ahead when 
thrown. 
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The Dagger is a quick weapon, and you 
can throw three of them at once. 


The Crossbow can fire two small arrows 
at once. 


The Scythe is a curved blade that flies in a 
downward path. Stand on stone pillars 
and throw the Scythe downward! 


The Torch burns the ground it strikes. You 
can throw two Torches at once. 


The Axe is a small, deadly weapon. 


The Tri-Blade hits enemies and then flies 
back to Arthur. 


Weapons of Enchantment 


The Flaming Lance leaves a trail of flames 
behind it when thrown. Magic: Thunder 
Magic. Three lightning bolts shear through 
anything in their path. 

The Magic Dagger leaves a trail of light 
behind it. You can throw three at once. 
Magic: Fire Dragon Magic. Calls a Fire 
Dragon to the battle. 


The Magic Crossbow fires three arrows at 
once, and they seek and destroy enemies. 
Magic: Seek Magic. Uncovers all the 
Treasure Chests on the screen. 

The Magic Scythe is more powerful than 
the regular Scythe. Magic: Tornado Magic. 
Two tornadoes whip through everything 
they touch. 


The Magic Torch shoots a tower of flame 
into the sky! You can throw two at once. 
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Magic: Shield Magic. Three orbs of light 
twirl around Arthur to protect him. 


The Hefty Axe is more powerful than the 
regular Axe. Magic: Lightning Magic. 
Shoots bolts of electricity in all directions. 
The Shuriken is more powerful than the 
Tri-Blade. Magic: Nuclear Magic. Kills all 
the enemies on the screen. 


Using Magic 


When you’re wearing the Golden Armor, you can use 
the Magic Gauge at the top of the screen. Hold down 
the Y button to charge up the Gauge. When the 
Gauge has charged completely, the Weapon display 
will change to the Magic display. Release the button 
and the Magic will be released. 


CONTROLS 


>< Throw 
a weapon. 


Duck . 
Jump 
(Hit 2x for 
You can change Double- 
button assignments Jump) 


at the Options screen. 
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SPECIAL ITEMS 


Treasure items appear in two ways; either as Treasure 
Chests sitting on the ground or as Pots carried by 
monsters. Shooting or hitting the Chests and Pots will 
reveal their secrets. 


Bronze Armor protects Arthur from one 


hit and allows him to use the Weapons of 
Enchantment. 


Golden Armor protects Arthur from one hit, 
lets him use the Weapons of Enchantment, 
and gives him the power of Magic! 


The Moon Shield comes with the Golden 
Armor, and protects Arthur from one hit. 


The Sun Shield protects Arthur from 
three hits, and lets Arthur use Magic. 


FRIENDS 


Princess Guinevere is your only friend. Rescue her 
from the evil Sardius! 


ENEMIES 


Every critter in the Ghoul Realm wants a piece of 
your hide. Here are some of your enemies. 


Ghosts fly across the screen slowly. A few 
well-placed projectiles will destroy them. 
Mimics live inside Treasure Chests. Shoot 
them when they pop out to attack you. 


Red Arramer Aces (also called Red 
Gargoyles) are speedy flying attackers. 
Watch out! 
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Woos are ice-breathing werewolves from 
the Ice Forest. They’ll take a lot of 
damage! 


Zombies limp across the screen, trying to 
knock you out of your armor with their death 
touch. They’re very slow, so shoot them! 


The Magician pops out of 
Treasure Chests. He’ll throw a 
magic wheel at you. If it hits you, 
it will turn you into a helpless 
baby! Sometimes, you can 
destroy the Magician before he 
shoots Magic in your direction. 
You can also try to dodge the 
magic wheel. 


STRATEGY SESSION 
General Strategies 


To find Treasure Chests, you have to double-jump 
over specific areas. Each Stage has a certain number 
of Chests to find. There’s almost always a Chest at the 
beginning of each Stage, so try there first. 

The difficulty level of the game doesn’t have 
much of an effect. The monsters move a bit faster at 
the higher levels, but that’s about it. Go ahead and 
play at the Beginner or Normal levels; you'll still get 
to see the full ending of the game at these levels. 

The best Magic to use is the Tornado Magic. The 
best weapons are the Magic Crossbow and the Magic 
Dagger. Unfortunately, to use the Tornado Magic, you 
have to be using the Magic Scythe. Would you rather 
have better Magic or a better weapon? You have to 
decide. 
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If you’re wearing Steel Armor, the items in the 
Chests will usually appear in the following pattern. 


1st Chest: Magician 

2nd Chest: Weapon 

3rd Chest: Bronze Armor 

4th Chest: Golden Armor 

5th Chest: Shield 

6th Chest: Weapon or Bracelet 


If you lose your Armor and are running around in 
your underwear, you'll need to open approximately 
four Chests before you find another suit of Armor. 


Stage 1-1: The Haunted Graveyard 


Do a double-jump to the 
left at the start of the 
Stage for a Treasure 
Chest with a more pow- 
erful weapon inside. 
Then move to the right 
and jump onto the right 
side of the first wall. Do 
a double-jump to reveal the second Chest, this one 
with Bronze Armor inside. 


When you reach the 
bamboo cages, walk into 
the left cave to collect a 
bag of gold, then shoot 
the flaming foe and 
walk to the right. You'll 
jump back outside. 
Move just slightly to the 
right of the cages and 
double- -jump to retveal the Chest with the Golden 
Armor. Coolness! 
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The ghoulish towers will drop 
skulls down at you as you run past. 
Time your sprints past them, and don’t 
get too anxious. 

The last part of this Stage is a 
waterlogged series of jumps! Jump 
onto the first 
wall after the 
skull towers 
(the one with 
the bag of 
gold to the 
right) and stand there. A 
tidal wave will roar onto 
the screen, washing away 
most of the land. If you’re 
not standing on the wall, 
you'll be swept away! 

Shoot the oyster crea- 
ture and go to the right. 
You’ll have to make an 
extra-long jump and get 
onto another wall before 
the next tidal wave. Shoot 


the oyster and jump 
over to the next wall. 
Wait for the the third 
and final wave to 
strike. Now continue 
jumping to the right, 
along the small 
grassy ledges, until 
you reach a large 
downhill slope. The 
timer will reset to 
5:00, because you’ve 
reached... 
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Stage 1-2: The Forest of Fear 


Do a double- 
jump in the 
middle of the 
slope to reveal a 
Chest. Then go to 
the right. Shoot 
the spores before 
they expand and 
explode! 


Watch for the skull carts. 
The hills will transform, and 
the carts will roll down at 
you! You can’t shoot the 
carts, so jump over them and 
you'll be okay. 


Do a double- 
jump over the 
second skull cart, 
then return to the 
left to open the 
Treasure Chest. 
Go to the right 
again. Do a 
double-jump at 
the bottom of the hill, just to the left of the bag of gold 
in the water, to reveal yet another Chest. 

To reveal the next Chest, you'll have to pull off a 
tricky jump. Look for the bag of gold on a hill 
underneath a skull cart. Use a double-jump across the 
water to the bag of gold and you'll reveal the Chest. 
You'll have to jump over the skull cart before you can 
open up the Chest. Then go to the right until you find 
the Boss! 
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To destroy Cocka- 


trice, shoot it in the éds 


head constantly. If 
you're got the Golden 
Armor, use your Magic 
to do even more 
damage! Cockatrice 
may drop a Miniwing 
to attack you, but 
concentrate on hitting 


the head and you'll þess 
soon earn the key to fq 


the Graveyard of Ships! 


Stage 2-1: The Graveyard of Ships 


Get off the wood- 
en bridge before it 
collapses into the 
sea! Then do a 
double-jump on 
the point of the 
ship to reveal a 
Treasure Chest. 
Open it up and 
head to the right. 


Don’t worry about the gray wisps blowing onto 
the screen. They can’t hurt you. Look for a Treasure 
Chest to the ga of a highly-placed bag of gold. 


Run to the right until 
you see two bags of gold. 
Use the double-jump to 
get up to the next ledge. 
Walk to the left and climb 
up the rope ladder. Then 
run to the far left side of 
the ledge and double- 
jump to reveal a Chest. 
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Go to the right, past the swinging scythe, and jump onto the 
small platform. Let it slide down to a ledge just above the 
water. Jump off onto the ledge, then double-jump on the 
right side to reveal a Chest. Run to the left and climb up the 
rope ladder quickly! 


Continue climbing and moving to the right. The Chests you 
encounter from now on are Mimics; shoot them and destroy 
them! When you spot a platform connected to two ropes, 
use a double-jump to leap out to it. You'll fall down into... 


Stage 2-2: The Sea of Despair 


This Stage is a series of jumps from raft to raft as the 
screen scrolls to the right. You'll really need to have 
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mastery of the double-jumps if you’re going to make 
it through here alive. 
You won’t need 
to do any double- 
jumping to reveal 
Chests in this Stage. 
They'll appear as 
you scroll to the 
right. Sometimes, 
you'll need to turn 
around to shoot 
them before they 
scroll off the screen! 
The pink columns of spikes will 
hurt you if you touch them. You can 
blast through a few of the columns 
with your weapon, but you'll just 
have to avoid most of them by leaping 
over them. Watch out for the monsters 
that are mounted onto the columns! 


Find the gaps in 
the columns. 


And watch the waves in the background. 


When you see a fish- 
man floating on the 
water, get ready for him 
to swim onto the screen 
and attack you! 
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The Boss of this Stage is very 
tough to beat! Shoot at its 
face when you can, but 
concentrate on avoiding the 
shells the Boss shoots at you. 
If you get hit and lose your 
Armor, you're in deep trouble. 
And don't get seasick as you 


rise and fall on the 
restless ocean. Use 
double-jumps and 
regular jumps to 
leap over the 
shells. Beat the 
Boss and you'll 
move on to... 


Stage 3-1: Crucible of Flame 


There are lots of 
Chests to find right 
at the beginning of 
the Stage. The first 
one is on the right 
side of the first 
fiery pit you leap 
over. To reveal the 
second Chest, climb 
down the half- 
ladder and them 
climb back up. 

For the third Chest, climb down to the ledge 
below the half-ladder. Double-jump on the right side 
of the ledge and the third Chest will spring out of the 
ground. 
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Look for the stone 
heads on the bottom of 
the fiery pits. These 
heads spill spouts of 
hot lava at regular 
intervals. Don’t get 
burned! 

The final section of 
this Stage has you 
jumping across a large 
pool of lava. Wait for 


the narrow ledges 
to pop out of the 
lava, then leap to 
the right. There’s a 
single Red Arremer 
Ace (also known as 
a Red Gargoyle) just 
before the jump to... 


Stage 3-2: Towers of Molten Steel 


For the first few 
Towers, you'll have 


to shoot stone 
Gargoyles blocking 
the way while also 
fighting off red Bats. 
Keep running to the 
right, shooting when 


you have to. 


During the second half of the 
Stage, small goblins will fall at you 
from above. Walk slowly on these 
Towers, giving yourself time to 
react to the goblins and shoot 
them as they hit the ground. 


Super NES Games Secrets 


When you reach a 
series of barren ledges, 
you're about to reach the 
Boss. Keep jumping to 
the right and position 
yourself just to the left of 
the door. A huge worm 
will appear! Shoot the 
worm in the head as it 
twirls TEE you. Turn left and right to hit the head. 
When you do enough damage, you'll be ready for... 


Stage 4-1: The Ghoul’s Stomach 


Double-jump at 
the start of the 
Stage for a Chest, 
then run to the 
right. Jump onto 
the ledge and the 
walls will swivel 
around! A most 


i vay ih lh e., 


sald t oo 


excellent display of 
the Super NES rota- 
tion ability! When 
the ledge returns to 
normal, it's time to 
jump to the left. 


Move left onto 
the next ledge, wait 
for the rotation, 
then go to the 
right. Jump onto 
the first step and 


Super Ghouls 'n Ghosts 


double-jump to reveal a Chest on the step. From here, 
continue finding ledges and jumping onto them to 
rotate the walls. The maze will lead you to the second 


Stage of the stomach! 


mai 4-2: The Ghoul’s Stomach 


Killing Hydra is 
pretty easy. Just keep 
plugging away at the 
three heads. Keep the 
heads on the edge of the 
screen. This way, if the 
Hydra exhales fireballs at 
you, you'll have time to 


avoid them. When you | 


destroy all three heads, 
you'll get the key to... 


Stage 5-1: Ice Forest 


This Stage consists of three 
rides through tilting 
intestines! Be ready to shoot 
spores and dodge streams 
of gas! You'll have to roam 
all over the platforms to 
dodge the obstacles. At the 
end of the third ride, you'll 
be taken to the chamber of 
Hydra, the Boss! 


the 


Double-jump at 
beginning for a Chest. Run 
to the right and destroy the 
Woo. Now you'll have a 
very tough double-jump to 
make. Leap off the right 
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side of the ledge, then jump to the left just before you 
hit the water. You'll reveal a Chest back on the ledge. 

To reveal the next 
Chest, continue through 
the Stage until you reach 
a ledge with a bag of gold 
on it. Double-jump onto 
the ledge to uncover the 
Chest. Watch out for the 
ice snakes! From here, 
continue to the right until 
you reach... 


Stage 5-2: Ice Wall 


There’s a Chest right at 
the start of the Stage. Get 
it and go to the right. Get 
the second Chest by 
walking along one of the 
ledges. 


From here, continue 
moving along the Stage. 
Soon, a giant avalanche 
will plow onto the 
screen! The best way to 


avoid being swept away is 
to climb onto a ladder. The 
avalanche will roar past 
you, and you'll be able to 
continue onward. 

Stay away from the 
Boss, keeping him on the 
right side of the screen. 
Shoot at his head, dodging 
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the snowballs and projectiles he throws at you. When 
you destroy him, you'll gain entry to... 


Stage 6: The Castle of the Emperor 


Double-jump at the beginning for the first Chest. 
Then start working your way through the Castle. 
There are tons of Red Gargoyles guarding the ledges; 
shoot them as quickly as you can. 

The second and 
third Chests will be 
revealed just by 
walking along the 
ledges, so you won't 
have to search for 
those. The fourth 
Chest is in the middle 
of the last ledge 
before the Boss. 


This next Boss, 
named Asuteroto, 
is the toughest one 
yet! Stay far away 
from him and 
shoot him in the 

oe head. If you're far 
enough away, you won't get hit by Asuteroto’s 
stream of fire, but you'll still have to dodge his lasers! 


Stage 7: Hallway of Ghouls 


Yes, there’s a Chest at the start of 
the Stage. Just double-jump to 
reveal it. Then start climbing up 
the Hallway. Watch out for the 
Cockatrice heads on the walls; 
shoot them while standing on 
the ledges across from them. 
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The second Chest 
will pop up by itself. To s 
get the third Chest, jump 
onto the ledge shown in 
the picture. Leap up to 
grab the bag of gold, and 
when you land, the 
Chest will be waiting for 
you to open it. 


The fourth Chest is 
on the ledge that you 
leaped from to grab 
the bag of gold. Open 
it up and continue 
down the Hallway. 
Shoot through the two 
Cockatrice heads 
along the way. 


The last obstacle 
before the Boss is a 
vertical group of F 
ledges guarded by 
Mimics and Ghosts. 
Blast through the 
Mimics, then pop the = 
Ghosts with your = 
weaponry. Don’t be 2 
afraid to drop off the ledges to avoid T hit TE a 
Ghost, but don’t waste too much time here. You need 
to reach the Boss before too much time elapses. 

Nebiroth, the Boss, is a lot like Asuteroto. Stay away 
from him, shoot his head, and dodge his lasers. When 
you defeat him, you'll get a message from Princess 
Guinevere. Now you'll be sent all the way back to the 
start of the game! This time through, shoot Chests until 
you find the Bracelet. You must have this weapon at the 
end of Stage 7 if you want to enter Stage 8. 
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What? Again??? 


The Bracelet is a very powerful 
weapon, but its best feature is 
that it can destroy fireballs and 
other projectiles! Use it often 
and use it well to reach the final 
confrontation... 


Stage 8: The Throne Room 


You wanna beat Sardius? Then you wanna check out 
The Secrets. Good luck! 


SHH... THE 
SECRETS 


Defeating Sardius 


Let Sardius spit two 
platforms out of his 
chest. Hop onto one of 
the platforms and ride 
it up until you're level 
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with Sardius’ head. Fire 
the Bracelet Beam at him 
a few times before you 
drop back down to the 
ground and wait for the 
next set of platforms. Just 
avoid Sardius’ laser 
beams and you'll soon 
destroy him! 


The World 


Treasure Chests 


Each Stage has a set number of Treasure Chests. Here’s 
each Stage and how many Chests are in that Stage. 


Stage Treasure Chests 


1-1 6 
1-2 4 
2-1 6 
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2-2 4 
3-1 4 
3-2 5 
4-1 5 
4-2 0 
5-1 4 
5-2 4 
6 5 
7 5 
8 0 


Extra Continues 


You can earn extra continues in Super Ghouls ’n Ghosts 
by collecting bags of gold. The number of bags you 
need depends on the difficulty level you’re playing at. 


Beginner Level: 10 Bags 
Normal Level: 12 Bags 
Expert Level: 15 bags 
Professional Level: 20 Bags 
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Super Mario World 
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Distributor: Nintendo 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


After thrashing the mighty Bowser in Super Mario 
Bros. 3, Mario was ready for a couple of days off! He 
traveled with his brother Luigi and Princess 
Toadstool to Dinosaur Land. They didn’t know that 
Bowser was back! 

Princess Toadstool was kidnaped by Bowser and 
taken into the Valley of Bowser hidden deep within 
the center of Dinosaur Land. Mario and Luigi met 
Yoshi, a dinosaur who explained that Bowser had 
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captured all his pals! Now Mario and Luigi had to 
find the Princess and rescue Yoshi’s friends from 
Bowser and his Krazy Koopa Kritters! 


PLAYERS 


Super Mario World is for one or two players. In one- 
player mode, Mario plays through Dinosaur Land 
alone. In two-player mode, Luigi tags along. 

In two-player mode, Mario and Luigi alternate 
turns. When one player loses a life, the other player 
gets a turn. If a player enters a World where the other 
player touched the Midway Gate, he’ll start from the 
Gate. Two players 
2 xS „YOSHI S HOUSE can work on One 
; = World at a time, or 
spread out and 
explore different 
areas of Dinosaur 
Land. 

You can also 
transfer extra lives 
in two-player mode. 
On the Map Screen, 
press the L or R button to call up a transfer screen. 
Use the controller to move lives back and forth 
between Mario and Luigi. 


SCORING 


Like in all of Mario’s adventures, points are scored by 
just about everything you do. Stomping creatures, 
collecting coins, finishing Worlds—you name it, you 
get points for it. 

Of course, points don’t mean much in Super 
Mario World. You don’t get to see your score at the 


171 


Super NES Games Secrets 


end of the game, and you don’t earn free lives with 
massive points. The only reason to play for points is 
to challenge yourself! 


LIVES AND CONTINUES 


Mario starts with five lives. You can 
lose a life in four ways: touching 
something deadly, falling off the 
bottom of the screen, running out of 
time, or being pushed off the screen 
in an auto-scroll area. ——— 

You can earn extra lives in as Mario getting 
many ways as you can lose them! zappen, 

Get another life by collecting 100 Coins, collecting five 
Dragon Coins in the same World, touching an Extra 
Mario Mushroom, defeating many enemies without 
touching the ground (or by using a Super Star). 
When you play 
2 xo __ponut enost nouse) through a Castle, Fortress, 
-A Se Ghost House, or Switch 
=H Et ™ | Palace, a menu will 
appear on the screen with 
two choices: Continue 
and Save or Continue 
> gS. , a, ~ J Without Save. If you pick 

a — Continue and Save, you'll 
save your progress during the current game, 
including all the Worlds you’ve found. If you pick 
Continue Without Save, you'll continue to play, but 
your progress won’t be saved. 

If you run out of lives and the game is over, you 
can Continue or End. When you Continue, you'll 
start from the last location where you saved. If you 
choose End, you'll return to the title screen. 
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CONTROLS 


Drop Reserve Item Pause Accelerate 
From Reserve Box Hold Object 
Fly 
nN Stick Out Tongue 
Throw Fireballs 


Move Mario 
Move Cursor 


Jump Spin Jump 
Float Dismount Yoshi 
Swim 


Scroll Screen Left Scroll Screen Right 
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WEAPONS 


Mario has four different forms to use against 
Bowser’s Army. 


Small Mario is the default Mario. If Mario 
touches anything deadly, he’ll die. 


Super Mario is a larger Mario. He doesn’t 
have any special powers, but he can jump 
higher and farther. If Super Mario touches 
anything deadly, he’ll become Small 
Mario. 


Fire Mario has the size of Super Mario 
and a deadly arsenal of fireballs! These 
fireballs can destroy almost anything they 
hit. If Fire Mario touches anything deadly, 
he’ll become Small Mario. 


Caped Mario is the best Mario in the 
game. He can fly and use his cape in a 
spin attack that defeats many foes. If 
Caped Mario touches anything deadly, 
he’ll become Small Mario. 
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SPECIAL ITEMS 


Apples are yummy fruits that Yoshi can 
eat. If Yoshi eats 10 Red Apples, he’ll lay 
an egg with a Super Mushroom inside. If 
Yoshi eats two Pink Apples, he’ll lay an 
egg with a Cloud inside. If Yoshi eats a 
Green Apple, 20 seconds will be added to 
the timer. 


Cape Feathers turn Mario into Caped 
Mario. 


Eggs hold baby Yoshis and 
fully-grown Yoshis. When you 
find a baby Yoshi, pick it up 
and feed it enemies to make it 
grow into a big Yoshi! If you’re 
already riding a Yoshi when 
you find an Egg, it will hatch 
an Extra Mario Mushroom. 


Fire Flowers turn Mario into Fire Mario. 
Jumping Boards give you extra jumping 
power for those tough-to-make leaps. 


Power Balloons turn Mario into a giant 
balloon so he can float long distances. 


Super Mushrooms turn Mario into Super 
Mario. 

Super Stars make Mario invincible for a 
short time. 

3-Up Moons are worth three extra lives! 
Yoshi’s Wings allow to you warp through 
a World and into a special area with coins. 
You have to be riding Yoshi for the Wings 
to work! 
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In addition to the special items, there are several 
types of blocks. 


Bonus Blocks have stars on them. If 
you've collected 30 Coins before you hit 
the Bonus Block, you'll get an Extra Mario 
Mushroom. Otherwise, you'll just get a 
Coin. 


Grab Blocks are blue blocks that can be 
picked up and thrown! They’ll disappear 
if you hold onto them too long. 


Jump Blocks have musical notes on them. 
They’re very bouncy, and a few of them 
have items inside! 


Message Blocks have Points of Advice, 
basic playing tips that you may or may 
not find helpful. 

Prize Blocks are the question mark blocks 
you see all over the place. They always 
have something inside! 


Rotating Blocks will spin for a short time 
after you hit them. You can’t stand on a 
Rotating Block that’s rotating, but you can 
jump through it. 

Switch Blocks (otherwise 
known as P-Blocks or Pows) (p i310 o 3373 
turn some objects into Coins 
and some Coins into objects 
for a short time. 


FRIENDS 


Yoshi is Mario’s best friend. He can eat many (but not 
all) of the enemies you come across, and he can also 
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gain special powers by eating colored Koopa shells 
and holding them in his mouth. 


Red shells give Yoshi 
indigestion! Press the Y 
button to spit out three 
fireballs! 

Yellow shells make Yoshi bloated! When 
he jumps into the air and land, he’ll kick 
up a sand cloud that will defeat any 
enemy it hits. 


Blue shells give Yoshi wings! Press B 
rapidly to fly. 
Yoshi can’t keep shells in his mouth forever; after a 
while, he’ll swallow them whole! 

If you’re hit by an enemy while riding Yoshi, you 
won't get hurt, but you'll be knocked off Yoshi. Yoshi 
will start to run away! Catch up to him before he runs 
off a cliff or into a deadly pit! 

z Some Yoshis are 
baby Yoshis. Pick 
them up and feed 
them five objects 
(enemies or Coins 
will do) to make 
them grow into big 
Yoshis. 


ENEMIES 


The Amazing Flyin’ Hammer Brothers 
soars back and forth on a flying platform. 


The Ball’N’Chain spins around in a circle, 
trying to whack you! 
Banzai Bill is a massive cannon shell! 
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The Big Boo is a huge ghost! Turn to face 
him and he won’t come after you. 


The Blargg lives in lava 
TR pools. Jump into the air 
DUDE when he jumps at you! 


Blargg. The Blurp is a puny fish. 


The Bom-omb will stop moving just a few 
seconds before it explodes! 


The Bony Beetle can hurt you with its 
spiky back. Hit it when it’s moving and 
you won't hit the spikes. 


Boo Buddies hang out in the Ghost 
Houses. They fly in flocks, in circles, and 
by themselves. 


Bullet Bill is a small bullet. Someday he 
hopes to be like Banzai Bill! 


The Buzzy Beetle is a Koopa-like 
underground creature. If you a Beetle with a 
regular jump, you can pick it up and throw it, 
but hurry before it pops back out of its shell! 
Chargin’ Chuck is an all- 
around athlete who attacks 
you with footballs, 
baseballs, and tackles! 


The Dino-Rhino is a big version of Dino- 
Torch. Hit him with a spinning jump to 
destroy him, or a regular jump to turn him 
into Dino-Torch. 


The Dino-Torch spews forth huge pillars 
of flame! Dodge the flames and jump on 
them (or eat them with Yoshi). 


Dry Bones throw their own bones at you! 
Dodge the bones and hit them with a cape 
spin to eliminate them permanently. 
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Eeries are ghosts that fly in strange 
formations. Dodge them! 


The Fishbone is a skeletal fish! 


The Fishin’ Boo dangles a white- 
hot flame at the end of his pole. 


The Fishin’ Lakitu has an item at 
the end of his line. If you take the 
item, the Fishin’ Lakitu will become 
a regular Lakitu, spitting Spinys 
down at you. 


Fishin’ Boo. 


The Goomba is a waddling creature that 
you can jump on and throw! 

The Grinder is a deadly wheel that you 
should avoid at all costs! 


The Hothead is a huge spark that circles 
around ledges and blocks. 


The Jumping Pirhana Plant jumps out of 
pipes. 
Koopas are multi-talented 


turtles that walk, fly, and 
even throw their shells! 


The Lakitu flies inside a Koopas. 
cloud and spits Spinys that 

fall down to the ground. Knock the Lakitu 
out of the cloud and you can take the 
cloud for a ride! 


Li'l Sparky is a miniature Hothead that 
moves faster than Hothead. 


Magikoopa populates a few of the 
Castles. His magical powers turn Rotating 
Blocks into Yellow Koopas! 


Mechakoopas are wind-up Koopas (you 
can even see the winders on their backs!). 
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The Mega Mole is a massive 
version of Monty Mole! 
You'll only find this Mole 
underground. Mega Mole. 


Monty Mole pops out of the ground and 
waddles toward you with deceptive 
speed. 


The Para-Bomb turns into the Bom-omb 
when it hits the ground. 


The Para-Goomba turns into the Goomba 
when it hits the ground. 

——_ The Pokey is a walking cactus! 
Use Yoshi to eat the Pokey 
piece by piece! 

The Porcu-Puffer is a speedy 
swimmer with deadly spikes 
on its back! 


The Rex is a dinosaur that you can squash 
with a regular jump or destroy with a 
spinning jump. 

Reznor is the massive 
guardian of the four 
Fortresses. 


Rip Van Fish stays asleep 
until you get close, then 
he wakes up and chases Reznor. 
you with blazing speed! 


The Spike Top lives underground. Eat 
them with Yoshi! 
The Spiny is spit out by Lakitus. 
The Super Koopa flies through 
the air. Hit the ones with the 
; shimmering red capes to get 
Super Koopas. Cape Feathers. 
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The Sumo Brother stomps the ground to 
create huge firestorms! 


Swoopers are bats that live in the 
underground Worlds. 


The Thwimp is a miniature 
Thwomp that hops around on the 
ground. 


The Thwomp is a huge stone ghost 
that falls to the ground when you 
get close. 


Torpedo Ted is an underwater torpedo 
similar to a Bullet Bill, only longer. 


Thwomp. 


The Urchin is an almost-invulnerable 
underwater enemy. Throw a Grab Block at 
him to destroy him. 

The Volcano Lotus spits out four flying 
fireballs. 


The Wiggler is a peaceful 
multi-legged beast. When you 
hit him, he’ll turn red and 


angry! 


E Wigg er. 


The Bosses 


Iggy Koopa is the Boss of Yoshi’s Island. 


Larry Koopa is the Boss of the Forest of 
Illusion. 


Lemmy Koopa is the Boss of the Vanilla 
Dome. 


Ludwig von Koopa is the Boss of Cookie 
Mountain. 


Morton Koopa Jr. is the Boss of the Donut 
Plains. 
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Roy Koopa is the Boss of 
the Valley of Bowser. 


Wendy O. Koopa is the 
Boss of Chocolate Island. 


Bowser is the king of 
Dinosaur Land! Defeat him 
to rescue the Princess and 
save Dinosaur Land from 
oblivion! Bowser. 


STRATEGY SESSION 


General Strategies 


Learn to use the Cape! Most of the hidden goals can’t 
be found unless you use the Cape to fly to them. An 
excellent place to practice your flying skills is at the 
coin area in Donut Plains 1. 

There are two important 
maneuvers you should 
learn. The first is the Wave. 
Go into a power dive, then [= 
pull out strong and soar | 
back into the air. You'll lose 2 
a bit of altitude every time p === 
you dive and pull back up, 
but not enough to worry 
about. You'll need the Wave to soar underneath Giant 
Gates to reach hidden goals. 

The Pump is even more important than the Wave. 
By tilting downward just slightly, then pulling back 
up, and continuously repeating the motion, you'll 
actually gain altitude! You can use the Pump to 
literally “fly” through several Worlds without having 
to encounter any enemies! 


Doin’ the Wave. 
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You should also try to enter a new World with a 
power-up of some kind. It’s much harder to play 
through a World as Small Mario than as Super, Fire or 
Caped Mario. The Top Secret Area is a perfect place 
to power up; look for it in the Donut Plains. 

There are 74 Worlds and 96 goals in Super Mario 
World. When ous find all Pe ooo) and then save the 

game, look at the 
save slot. The 
number 96 will 
have a star next to 
it, showing your 
mastery of the 
game! We’ll show 
you how to find 
some of the harder 
hidden goals to 
find, but we won’t reveal them all. Check out The 
Secrets to find out why! 


World 1: Yoshi’s Island 


Yellow Switch Palace 


Hit the Switch Block to 
fill the screen with 
Coins! Grab as many 
as you can, then go to 
the large Yellow 
Switch and hit it to 
turn the yellow dotted 
line blocks into yellow 
Exclamation Blocks! 


Yoshi’s Island 1 


Watch out for the Banzai Bills! Duck underneath 
them or hit them from above to knock them out of the 
air. 
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Yoshi’s House 
£ - but = 
ieee | There are lots of Apples to 


ee aa be eaten here, and you can 
ie | visit the House again and 
again to get more. Hit the 
Message Block for a note 


from Yoshi. 


Yoshi's Island 2 
You'll find Yoshi for the first time in this World, 
trapped within a Prize Block. Jump on top of him and 
use him to eat the enemies in your way! 


Yoshi's Island 3 id 

Make sure you hit the |3 
Yellow Switch Palace before | $ ya 
coming here. You’ll need the 3 5 


yellow Exclamation Blocks 
to get through here more 
easily. 


jgeguean 


Yoshi’s Island 4 


Pick up the Koopa shell and 
throw it straight up to hit 
the Rotating Block beneath 
the Switch Block. The 
Switch Block will fall to 
your ledge. Jump onto it, 
then run to the right and hit 
the second Rotating Block 
for a Super Star. You should 
stay invulnerable long 
enough to reach the exit pipe to the right. If you hit 
enough of the mines in the water, you'll start to get 1- 
Ups for each one you hit! 
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Iggy’s Castle 


To beat Iggy, knock him into the lava. Wait until Iggy’s side 
of the hill is pointing down toward the lava. Jump into the 
air and hit Iggy in the head to knock him backward. 


World 2: Donut Plains 
Donut Plains 1 


f pet i foe § 


an 


To find the second goal, 
you should find the Green 
Switch Palace, and then 
return to this World. Near the 
Giant Gate, you'll find a 
column of green Exclamation 
Blocks leading up to the 
hidden lock and key. 
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Hit the Super Koopas 
with the shimmering 
red capes to get Cape 
Feathers. Go into the 
first pipe past the 
Midway Gate and 
you'll find an area 
filled with Coins. This 
is the perfect place for 
practicing your flying 
skills. 
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Donut Plains 2 

Jump up into the green pipe 
above the flat sand bar. This 
will take you into an 
underground area. Go to the 
right and pass the Chargin’ 
Chuck. You'll find a stairway 
of Rotating Blocks. Hit the 
highest Rotating Block to 
create a vine leading up to the 
hidden goal. 


Donut Ghost House 


Bring a Cape to this House. At the start of the House, fly 
up and to the left to find a platform leading to the second 
goal—the Top Secret Area! 


Donut Plains 3 


Watch out for the black creatures surrounding the 
platforms! You can bounce off them unharmed by 
using a spinning jump. 


Donut Plains 4 


If you’re riding Yoshi, have him swallow the flashing 
Koopa (we call it the Rainbow Koopa) and he’ll gain 
all three powers—fireballs, sand clouds and flying! 
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Morton's Castle 


Hit Morton 
three times to 
defeat him. 


Jump on his head = 
when he’s on the 
ground to do damage. 


When he climbs onto 
the wall and ceiling, 
he’s invulnerable. 


Finish off Morton 
and it’s on to the 
Vanilla Dome. 


World 3: Vanilla Dome 


Vanilla Dome 1 


Look for the Prize Block on the ground. If you’ve 
found the Red Switch, there will be a “staircase” of 
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[ ] red blocks leading up to 
dia | a Rotating Block. Hit the 
block to create a vine, 
then climb the vine and 


Fix Be 


run to the right 
to find the lock 
and key. 


Vanilla Dome 2 


There’s a Power-Up Block to the right of the Midway 
Gate, and there’s a Switch Block to the right of the 
= Power-Up Block. 
It’s possible to kick 
this Block into the 
hill to the left! Of 
course, once the 
Block is inside the 
hill, you won’t be 
able to get to it. It’s 
still a weird trick! 


Vanilla Ghost House 
Use a spinning jump 
to bounce over the 
green blobs, then 
collect the Coins on 
the far right and use 
the Switch Block to 
make the blue door 


appear. 
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Vanilla Dome 3 


Use the R button to scroll the screen to the right. This 
will cause the Blarggs to jump out of the lava before 
you even get close to them! 


Vanilla Dome 4 


Look for the bouncy 
platforms that let you get 
some serious height with 
your jumps The closer you 
stand to the edge of a 
platform, the more you'll 
bounce. 


Lemmy’s Castle 


You'll find an area with Rotating Blocks in the air. 
Keep going until you find a Switch Block. Grab the 
Block and take it to the right until you see a door with 
Coins surrounding it. Use the Switch Block and the 
Coins turn into blocks. Jump up to the door and go 
inside. You'll find a Midway Gate and a Prize Block 
with an Extra Mario Mushroom inside! 


World 4: Cookie Mountain 


Cheese Bridge Area 


You'll need a Cape to reach the second goal. Instead 
of going into the Giant Area, fly underneath it, and 
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then up again, to land behind the Gate. Jump onto the 
ledge to collect the 3-Up Moon, then go through the 


second Gate. 


Cookie Mountain 


Look fora 
group of 
four 

as Rotating 

Blocks past 

n the Midway 

Gate. Hit 
the third 


block from the left 
to reveal a vine. 
Climb up the vine 
and jump to the 
left. Hit the single 
Rotating Block for 
an Extra Mario 
Mushroom. 
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Ludwig's Castle 


Jump and hit Ludwig on the head. 
He'll turn into a shell and start 
rolling at you! Keep jumping over a 
the shell as it follows you. After a while, Ludwig will flip 
over you, land on the ground, and start shooting fireballs 
again. Hit him three times to defeat him! 


World 5: Forest of Illusion 


Forest of Illusion 1 


There are three ways to 
dispose of the Wigglers. First, 
you can use a regular or 
spinning jump to hit the 
Wiggler in the head. When E 
you “deflower” the Wiggler þett 
this way, it will turn into a 

faster, deadlier Wiggler! You can throw a shell at the 
Wiggler to destroy it completely. Or you can use 
Yoshi to eat the Wiggler whole! 


191 


Super NES Games Secrets 


Forest of Illusion 2 


A flotilla of Rip Van 
Fishes guards the 
goal. When Chargin’ 
Chuck sees you, he'll f 
let out a battle cry ; = 
and wake them all =~ 
up! Swim like crazy 7 : 
to get to the goal 
before the Rippers 
get you! 


If you’ve got enough Rippers on your tail when 
you cross the goal, you'll rack up lots of bonus points, 
and maybe even score a 1-Up! Five Rippers ought to 
get you the extra life. 


Forest of Illusion 3 


Go down the tall 
green pipe to the 
right of the Chargin’ 
Chuck near the 
Giant Gate. You'll 
find the lock and key 
(underneath a row of 
Rotating Blocks). If 
you're powered up, you can smash through the 
Rotating Blocks. If you’ve got Yoshi, you can eat the 
key and touch the lock. 


Roy’s Castle 


Take a wild ride on the 
brown block snake! After a 
passing the lava, you'll - 
wind through an area with 
spikes. Look for the brown 
spikes—these spikes will 


J 


192 


Super Mario World 


fall when you get close. Use the R button to scroll the 
screen to the right and make these spikes fall before 
you reach them. 


World 6: Chocolate Island 


Chocolate Island 1 


When you hit a Dino-Rhino 
with a regular jump, it 
becomes a Dino-Torch. When 
you hit a Dino-Rhino with a 
spinning jump, you destroy it. 
It’s usually better to destroy 
Dino-Rhinos, because Dino- 
Torches are smaller, faster, and deadlier. Dino-Torches 
home in on you and breathe fire! 


Choco-Ghost House 


The gray blocks are Block Boo 
Buddies. When you face 
them, they’ll turn into blocks; 
when you turn away from 
them, they’l] turn into Boo 
Buddies. 

Lead the Block Boo Buddies to the right until you 
see the exit door above you. Position the Block Boo 
Buddies to be stepping stones for you to jump up to 
the door. Jump quickly, because once you stop facing 
them, they'll become Boo Buddies again. 


Chocolate Island 2 


Finish the first two sections of the World before the 
timer goes under 250. If you race the clock and win, 
you'll enter the Hidden Zone. 
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Chocolate Island 3 


Travel all the way through 
the World until you’re 
underneath the Giant Gate, 
next to the three arrow 


signs. Now get a running start and take off, flying to the 
right. Maintain your altitude until you find the second Giant 
Gate. Hit the Rotating Blocks for Extra Mario Mushrooms, 
then go through the Gate to open the way to the Fortress. 


Chocolate Fortress 


STL rss y 


Hit one or more of the 
heads from underneath. 
When the ledge starts to 

disappear, jump onto a free 
platform. Now hit the 
remaining heads while 
standing on the platform. 


194 


Super Mario World 


Chocolate Island 4 


Travel along the bottom 
of the World until you 
spot three Extra Mario 
Mush-rooms. If you 
have tripped the Blue 
Switch, the entire path g 
to the Mushrooms will 
be paved over with 
blue blocks. If you 
haven't found the Blue 
Switch, you'll have to make a series of tricky jumps 
along the slanted ledges to get them. 


Chocolate Island 5 


Use a Cape to soar 
into the air above 
the Rotating Block 
Square. Then carry 
the Silver Switch 
down to the ground. 
Use it, then use the 
regular blue Switch. 
The regular Switch 
will turn the brown 
blocks into coins; the Silver Switch will turn the Spike 
Tops into silver coins that are worth more points for 
each one you collect (get 
enough of them and you'll 
get a 1-Up, 2-Up, 3-Up and 
so forth, instead of points). 


Wendy’s Castle 


The second half of the Castle 
is filled with sparks! Jump 
past them, but take your 
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time. You'll have to make several jumps onto tricky 
platforms. If you make it to the red door, you'll be 
okay. 


Sunken Ghost Ship 


This is the only World in the entire game where you 
can have Yoshi with you when encountering ghosts. 
You'll notice that in this World, Yoshi looks like a 
ghost himself! Perhaps this little graphic glitch is why 
you can’t bring Yoshi into the Ghost Houses! 


World 7: Valley of Bowser 


Valley of Bowser 1 


There’s one tunnel past 
the Midway Gate with a 
gap that’s virtually 
impossible to run across. 
Drop into the tunnel 
below the gap and jump 
upward to hit the hidden 
blocks in the gap! Now 
you'll be able to run 
across without falling. 


Valley of Bowser 2 


You’ll need the 
Cape to reach this 
hidden goal. Play 
through the World 
until you reach the 
third area (with the 
3 rising sand and 

k > Mega Moles). Get 
: past the first sand 
bar and move to 
the right until you 
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can’t see the bar any 
more. Return to the 
left and you'll find 
the tunnel that was 
filled with sand is 
now clear again. 

Go into the 
tunnel and get a 
running start to the 
right. Now take off 
and fly out of the 
right side of the 
tunnel, up, and left. 
You'll land on top of the tunnel! You won’t see 
yourself on the screen, but that’s okay. Run to the left 
until you find a hidden chamber with a lock and key. 
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Valley Ghost House 


Hit the Switch Block in the second section of the 
House and run to the right. You'll find a hallway full 
of doors. Enter the third or fourth door to find the 
exit. Enter the fifth door with the Cape and soar into 
the air to locate the hidden lock and key. But how will 
you get to them? 


Valley of Bowser 3 


The timed platforms 
will start counting 
down when you land 
on them, and they'll 
fall out of the sky 
when they hit zero. 
Most of the timed 
platforms are set for 
only one second, Pari a = can be ridden for four 
seconds. It’s critical to stand on the timed platforms 
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as little as possible, or you’re going to plunge to your 
doom over and over again. 


Valley of Bowser 4 


Eliminate the Chuck on the ledge to the left of the blue pipe. 
Move to the right until the ledge disappears off the left side of 
the screen, then return to the left. A boulder will come out of the 
ground, even though Chuck is gone! Spooky! There are several 
locations in this World where you can create these “ghosts.” 


Larry’s Castle 


Larry's a lot like the very first Castle Boss you fought, Iggy. 
The only difference is that this time, fireballs shoot out of 
the lava at regular intervals—two at the edges of the tilting 
hill, and one in the middle. Stay away from the middle of 
the hill and knock Larry backwards to his fiery doom! 
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SHH... THE SECRETS 
The Star Road 


There are five Star Roads scattered around Dinosaur 
Land. Use them to warp up to the Star Worlds. There 
are five Star Worlds, each of which has a regular and 
a hidden goal. 


es $a 


Star World 1 7 te LD 

At the start of the HLH oe he be 
World, run to the far LAE 
right side of the Proof p EE 
Rotating Blocks. Doa === 
spin jump and keep Rat — 

smashing straight Ate At 

down through the Ai r a o 
bricks until you find f w 7 J T s Te I eel 
a lock and key. Popepepeqopey:pey:y:- 
Star World 2 


To find the hidden goal in Star World 2: When you reach the 
exit pipe, don’t swim into it. Instead, swim underneath it, 
into the small tunnel at the bottom of the screen. Go to the 
right until you find the lock and key. 
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Star World 3 


pE = : s2122 


Pick up one of the Grab Blocks and run to the right. Jump up 
onto the high Grab Blocks and throw the Block at the 
Lakitu to knock it out of its cloud. Now hop into the cloud 
and fly upward. Fly left and hit the Prize Block for the key, 
then pick it up and fly to the right to insert it into the lock. 


Star World 4 


Look underneath a group of three pipes for the lock and key 
(hidden within a Prize Block). 
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At the start of the World, run to the 
right and take off into the air. Stay as 
high as you can and maintain your 
altitude. Continue flying to the right 
until you see a ledge of Exclamation 
Blocks. Land on the ledge and run to 
the right. The blue ledge is the last 


ores reel eis 


ledge before the 
hidden chamber 
with the lock and 
key. This lock and 
key will open the 
way to the Special 
Zone, the strangest 
part of Super 
Mario World! 


GOAL CHECKLIST 


Use this checklist to keep track of the Worlds and 
goals you find while playing through the game. If 
you've found all 96 goals, consider yourself a Mario 
Master! 


World 1: Yoshi’s Island 


World 1st Goal 2nd Goal 
Yellow Switch Palace ** 
Yoshi's Island 1 EX 
Yoshi's Island 2 Xx 
Yoshi's Island 3 ‘ee 
Yoshi's Island 4 x 
Iggy’s Castle Ae 
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World 2: Donut Plains 


World 


Donut Plains 1 
Donut Plains 2 
Green Switch Palace 
Donut Ghost House 
Donut Secret 1 
Donut Secret House 
Donut Plains 3 
Donut Plains 4 
Morton’s Castle 


xk* 


* k 


1st Goal 


World 3: Vanilla Dome 


World 


Vanilla Dome 1 
Vanilla Dome 2 

Red Switch Palace 
Vanilla Ghost House 
Vanilla Dome 3 
Vanilla Dome 4 
Lemmy’s Castle 
Vanilla Secret 1 


World 4: Cookie Mountain 


World 


Vanilla Secret 2 
Vanilla Secret 3 
Vanilla Fortress 
Butter Bridge 1 
Butter Bridge 2 
Cheese Bridge Area 
Cookie Mountain 
Soda Lake 

Ludwig's Castle 


kk 


xk 


xk* 


1st Goal 


1st Goal 
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2nd Goal 
kk 


x* 


x* 
xk 
kk 


2nd Goal 


kk 


xk 


2nd Goal 


x* 
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World 5: Forest of Illusion 


World 1st Goal end Goal 
Forest of Illusion 1 ane ie 
Forest Ghost House ** nee 
Forest of Illusion 2 ie IA 

Blue Switch Palace FA 

Forest of Illusion 3 ot Ae 
Forest of Illusion 4 oe KR 
Forest Secret Area F 

Forest Fortress ie 

Roy's Castle ia 


World 6: Chocolate Island 


World 1st Goal 2nd Goal 
Chocolate Island 1 * k 

Choco-Ghost House ** 

Chocolate Island 2 RIR * x 
Chocolate Island 3 EK xx 


Chocolate Fortress EE 
Chocolate Island 4 a 
Chocolate Island 5 AK 
Wendy's Castle es 
Sunken Ghost Ship ae 


World 7: Valley of Bowser 


World 1st Goal 2nd Goal 
Donut Secret 2 fm 

Chocolate Secret ae 

Valley of Bowser 1 AA 

Valley of Bowser 2 AR FEK 

Valley Fortress di 

Valley Ghost House ** aoe 

Valley of Bowser 3 ES 

Valley of Bowser 4 ee mm 
Larry's Castle ER 
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Star Road 

World 1st Goal 2nd Goal 
Star World 1 gay S 

Star World 2 ES ER 

Star World 3 EF aa 

Star World 4 ka j 

Star World 5 ER oia 


Special Zone 


World 1st Goal 2nd Goal 
Gnarly AF 
Tubular a 
Way Cool ae 
Awesome ies 
Groovy a 
Mondo a 
Outrageous xe 
Funky is 


Replaying Castles and Fortresses 


All Super Mario World players know that once you 
play through a Castle or Fortress, it’s torn down and 
you can’t play through it again. Well, by using this 
trick, you CAN play through them again! Walk onto 
the Castle or Fortress you want to play through 


204 


Super Mario World 


again. Hold down both the L and R buttons on the 
top of the controller. Mario will raise his hand, and 
you'll go into the Castle or Fortress! You can even 
skip out of the location by pressing Start and Select if 
you get into trouble. 


MORE SECRETS... MORE SECRETS... 


Do you want to know everything about Super Mario 
World? It’s a great game, and there are a lot of other 
tricks, secrets, and hidden worlds. In fact, we had so 
much information about Super Mario World that there’s 
no way we could have put it all into this chapter. So we 
wrote an entire book about the game! It’s called Super 
Mario World Secrets. It’s by Rusel DeMaria and Zach 
Meston and it’s available from Prima Publishing. 


S EF CRETS 


SUPER MARIO BROS. 4° 
FOR THE SUPER NINTENDO ENTERTAINMENT SYSTEM" 


OST RADICAL BOOK! 


Super Mario World Secrets has all the information you'll ever 
need about Super Mario World—where to find every World, 
how to find every goal, and super-secret tricks you won't find 
anywhere else! Look for Super Mario World Secrets at your 
nearest bookstore, or see the order form at the end of this book! 
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Super R-Type 


Distributor: Irem 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Just when you thought every last extraterrestrial 
invasion force had been destroyed... along comes the 
Bydo Empire! You are the pilot of the R-9 spacecraft, 
the Earth’s only defense against the Bydos. Collect 
power-ups, shoot the bad guys and save the universe! 
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PLAYERS 
Super R-Type is for one player only. 


SCORING 


Super R-Type is a pure shooting frenzy! Everything 
you blast racks up the points. The game keeps track 
of the highest score achieved during the current play 
session. 


LIVES AND CONTINUES 


You start the game with three ships. For every 40,000 
points you score, you'll earn another ship. 

If you lose a life, you'll return to the start of the 
level you’re playing on—even if you made it all the 
way to the boss! If you lose all your lives, you can 
continue to begin at the last level you reached. You 
have unlimited continues. 


WEAPONS 


The R-9 has a built-in laser cannon. Use the X or Y 
button to shoot rapid-fire bursts. Hold down the B 
button and watch the Power Gauge at the bottom of 
the screen. The higher it gets, the stronger the shot 
will be when you release the button. Wait until the 
Gauge starts to blink for the Spiraling Motion Shot! 

Shoot the Power-Up Armors and collect the 
power-ups to enhance your R-9’s weaponry. There 
are two colors of Armor, Blue and Red. 


The Reflecting Laser Unit (Blue Armor, 
Blue Unit) adds reflecting lasers to the ship. 
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The Anti-Air Laser (Blue Armor, Pink 
Unit) adds a circular laser to the ship. 


The Split Laser (Blue Armor, Green Unit) 
adds a laser spread to the ship. 


The Laser (Blue Armor, Yellow Unit) adds 
a bouncing laser to the ship. 


The Shooting Gun Laser (Blue Armor, 
Grey Unit) adds a straight-ahead laser 
gun to the ship. 


The Chasing Missile Unit (Red Armor, 
Pink Unit) adds homing missiles to the 
ship. 

The Anti-Ground Missile (Red Armor, 
Blue Unit) adds diagonally-falling 
missiles to the ship. 


The Speed Unit (Red Armor, S Symbol) 
speeds up the ship. 


The Pit (Red Armor) circles around the R- 
9 and shoots one of the weapons the R-9 is 
using. 


Whenever you grab a laser unit, you gain an 
accessory weapon called Force. Force is 
indestructible, attaches to R-9, and can be powered 
up. Attach Force to the rear of R-9 to shoot 
backwards; attach Force to the front to blast ahead. 
Press the A Button to shoot Force across the screen, 
destroying anything in its path. Then press A again to 
attract Force back to the R-9. 


SPECIAL ITEMS 


None. 
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CONTROLS 


oN Pause Fire Automatic 
Shots 


a 


Move R-9 


Fire Laser Separate Force 
Unite Force 


FRIENDS 


Sorry, but no one will be helping you in this game! 


ENEMIES 


Illuminator is the Boss of Stage One. 
Don’t let his incredible speed catch you off 
guard! 


Zabtom is the Boss of Stage Two. Shoot 
his eyeball! 

Inexsis is the Boss of Stage Three. Inexsis 
sends out two huge snakes to attack you! 


Prisoner is the Boss of Stage Four. Dodge 
the reflecting lasers while shooting 
straight for Prisoner’s middle. 
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Rios is the Boss of Stage Five. Don’t 
concentrate too much on shooting it or 
you'll crash into the walls! 


Recycler is the Boss of Stage Six. Go for 
the red areas. 


Woom is the Boss of Stage Seven. Destroy 
both embryos and you'll destroy the Bydo 
Empire! 


STRATEGY SESSION 
General Strategies 


As the difficulty level of the game increases, there are 
less power-ups to collect and your enemies move and 
shoot faster. The game starts out at the Easy level of 
difficulty, which is the level we played at for the 
walkthrough. The strategies will need to be modified 
slightly depending on your skill level and available 
weapons. 

Don’t lose your cool! It’s totally frustrating to be 
sent back to the beginning of the Stage every time 
you die, but it’s the price you pay for being Earth’s 
defender! If you get impatient, you'll start dying in 
areas you normally fly through with ease. 

If you make it through the Hard difficulty level, 
you'll get to play at a hidden level called Pro. Beat the 
Pro level and you'll see the ending of the game—a 
reward for your hours of hard work (and it WILL 
take hours to beat this game). 

Sometimes, when there are quite a few objects 
flying around the screen, the game slows down. 
Although this isn't always good, it can help you 
sometimes when you're in a tight spot. 
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Stage One: Space 


= The Clerks at the 
=| beginning of the Stage can 
be taken out with the 
rapid-fire cannon or with 
the Spiraling Motion 
Shot. There’s a Speed Unit 
to be had just after the 
Clerk wave. 


The explosive spheres 
come out in lines from the 
top and bottom of the 
screen. Use the rapid-fire 
laser to destroy them. 
When a sphere starts to 
blink, get away from it 
before it explodes! 


Blast out one of the two 
groups of rotating 
cannons by using the 
Spiraling Motion Shot. If 
you don’t, the cannons 
will take shots at you as 
you pass by. 


The Badacre takes 
several regular 
laser hits, but one 
well-placed 
Spiraling Motion 
Shot will do the 
job even more 
quickly. 
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Use the Spiraling Motion 
Beam against the 
Illuminator. Stay against the 
left side of the screen, but 


watch out for when the 
Illuminator moves up against 
that side of the screen. Shoot 
the Force at Illuminator to 
really do some damage. 


Stage Two: Ruins 


Shoot the Force in front of 
you to destroy some of the 
spherical creatures that 
emerge from the bottom of 
the screen. Use powerful 
lasers to destroy the others. 
Don’t get hit by the 
missiles they shoot at you! 


Watch out for the Slimeys 

that start popping out of 

the ground once you pass 
the spherical creatures 


and the electrical gates. 

Destroy the head and the 

rest of the Slimey’s body 
will explode. 


Shoot the domes to 
stop the conveyor belts 
of cannons. Or leave 
the domes alone and 
shoot as many cannon 
as you can for 
maximum points. 
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Against Zaptom, 
stay in the lower- 
left corner of the 
screen and keep 
shooting. You 
should have the 
reflecting lasers; 
they will destroy 
most of the bullets 


while shooting 
Zaptom’s eye when 
it opens up. 
After you do enough 
damage, the wall 
will turn into part 
of Zaptom! Stay 


away from it and 
continue to shoot at 
the eye. 


The ships at the 
beginning of the Cave 
will continue to fly 
across the screen even 
after being struck by 
your weapons. Avoid 
the flaming wreckage 
as it zooms past! 
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The waterfalls will push the R-9 
down the screen, while the 
waterspouts push R-9 up the 
screen. You can see the waterfalls 
well before you reach them, but the 
waterspouts are hidden and aren't 
visible until they start to blow. 
Stay in the middle of the screen! 


= Shoot through the walls 
with the green centers to 
get to a Red Armor with 
a Missile Power-Up. 
You'll need every 
weapon you can get! 


Stay at the top of the screen 
to avoid the spores that 
erupt from the bottom of the 
screen. When the spores hit 
obstacles, they burst into 
small spaceships that home 
in on the R-9. Try to zap the 
spores before they turn into 
the pesky little craft. 


Inexsis is a tough Boss with 
a major weakness! Stay in 
the lower-left corner of the 
screen and power up to the 

Spiraling Motion Shot. 

When Inexsis opens its green 

eye on the left, move up and 

blast the eyeball. You'll 
destroy Inexsis instantly! 
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Stage Four: Giant Spaceship 


Watch out for the 
flame cannons. These 
diagonally-mounted 
hazards try to sizzle 
the R-9 with hot gases! 
Blast the cannons 
where they are 
mounted onto the ship. 


Pick up the Laser about 
halfway through the Stage. 
You'll want its vertical 
shooting capabilities to 
destroy the cannons lining 
the ship. 


When you reach a large 
cannon that disconnects 
and floats to the bottom 

of the screen, you're at 

the end of the ship. Avoid 
the cannon and you'll be 
taken to the Illuminator! 


There are two patterns to use against the Illuminator. In the 
first pattern, maneuver the R-9 just below the middle of the 
screen. When the Illuminator fires the lasers, you won't be hit 
by the straight laser, but you will have to dodge the bouncing 
lasers by moving left and right. Charge up and shoot the 
Spiraling Motion Gun at the Illuminator. 

In the second pattern, stay in the middle of the screen, 
but move as close to the left side of the screen as you can 
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without destroying 
yourself. The 
Illuminator will shoot a 
barrage of fireballs, but 
you'll be okay if you're 
positioned properly. 


=~ When the Illuminator 
retracts, fire lasers at it. 
Repeat the process until 
the Illuminator is 
destroyed! 


Stage Five: Mining Field 


The Mining 
Field is a 
winding maze 
that shifts and 
slides into 
different 
positions as 
you're flying 
through it! 


Stay near the 
left side of 
the screen to 
give yourself 
plenty of 
time to see 
the shifting 
structures. 


Super R-Type 


When you reach the 
hatching spiders, you're 
almost to the Boss. 
Make it through the 
final maze section and 
you'll reach Rios! 


Destroying Rios is tough! Concentrate on flying 
through the maze without crashing and shoot at the 
center of Rios with Spiraling Motion shots. You 
may also want to use the rapid-fire laser. When you 
use the rapid-fire, the maze moves much more 
slowly than if you're charging up. There will be a 
few Power Armors along the maze if you're quick 
enough to shoot them! 


Stage Six: Recycling Factory 


The conveyor belts carry 
enemies right into your 
path! Shoot the enemy 


robots and then fly past 
the belts. 


Super NES Games Secrets 


When you see holes in 
the roof of the factory, 
look for falling robots! 
You can’t plug up the 
holes, so just fly past 
them as soon as you can. 


The Reie is made up of three parts. Each ae the Jak 
fires lasers and scatters garbage, trying to hit the R-9. To 
destroy each part of the Recycler, aim for the red areas on 
each part. These are the weak spots. Shoot Force at the red 

spots to do concentrated damage to each part. 


Stage Seven: Bydo Empire 


The snakes in this Stage 
continue crawling even 
when you shoot their 
heads! You must shoot 


every segment of the 
snake separately, so 
keep firing! 
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The spiders come out 
of the top and bottom 
of the screen in force! 
Keep firing rapidly 
and you will slow 
them down enough to 
maneuver around them 
or shoot them. 


The final obstacle before 
Woom is a narrow 
corridor filled with 

snakes and Guardgoyles. 

Keep firing rapidly to 
strike your attackers. 


you'll be warped to 
Woom’s room (groan). 


To destroy Woom, you have to destroy the two embryos. 
Line yourself up with the embryos and move up and down 
as little as possible. Dodge left and right to avoid the 
bullets fired at you. 
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If you free the ships trapped within the tentacles of Woom, 
they'll help you out by shooting. They can’t hurt you, so you 
don’t have to avoid them. 

When the wall guarding the embryos opens up, shoot them 
quickly! When you’ve blown up both embryos, you and the 
ships you saved will make a mad dash to freedom! If you beat 
Woom at the Pro level, you'll get the ultimate reward. 
Otherwise, you'll get a message telling you to try the next level 


of difficulty. 


MISSION COMPLETE 


SHH... THE SECRETS 


Level Select 

Here's a level select we've been able to use, though it 

doesn't always work. You may need patience, and luck! 
1. Select your play level (Normal, Hard... whatever). 


2. At the title screen (with the Options) hold down R and A, 
then press Up nine times. You'll hear a tone if you did it correctly. 
3. Begin the game, but immediately press Start to pause, 
then hold down R and A again and press Select. A stage 
select will appear on the bottom of the screen. Use the 
directional pad to select the stage you want to play. 
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True Golf Classics: 
Waialae Country Club 


Distributor: T & E Soft 
Game Type: Sports 


OUT OF THE CLUBHOUSE 


A breeze rustles the palm trees and takes away your 
concentration for a second, but the thousands of eyes 
on you pull you back to reality. If you can take the 
chip onto the green in good position, you’re sure to 
get into a sudden death playoff. Better than being an 
also-ran in the clubhouse when someone else 
celebrates, right? No, who wants to tie? This is do-or- 
die time—you’ve got to try for the victory. 

You take the club out of caddy’s hand and stride 
to the ball, feeling the wind in your face. One stroke 
of masterpiece is all it takes, and you whack the ball 
toward the hole with confidence. Darned if it doesn’t 
take two gentle bounces, hit the lip of the cup and 
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stop. Everything is in slow motion now, but you 
watch as the ball gently slides into the hole. Victory! 


PLAYERS AND SCORING 


There are four different ways to play: 

Tournament—One player takes on 47 other 
players in a tournament setting: 18 holes of scratch 
play (the number of strokes you take is your score) 
and no breaks for bad shots. 

Stroke—You (and up to three of your friends) can 
compete against each other over an 18-hole course. 
Scoring in this mode takes place with handicaps, so 
poorer golfers will have as good a chance as veterans. 

Match—Two golfers go head-to-head in an effort 
to win the most holes over an 18-hole course, no 
handicaps given. 

Practice—As the name implies, you can pick a 
hole and try it out, testing your ability with various 
strategies and wind conditions. 


CONTROLS 
Change i a Erase data 
viewpoint N Scroll without changing view 


Scroll through 


menus Green close-up 


Cancel 


Move menu 


Pause Menu 
Change menu color 


Do command 
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STRATEGY SESSION 


General Strategies 


e Being that the country Fe 
club is along the Hawaii |y 
shoreline, it is subject to heavy Į 
winds. A key to success is 
minimizing the wind’s effect 
on your shots. This isn’t a golf 
game that is easily beaten 
regularly. 

e For the longest drives, wait until the red mark 
goes across the third row (moving from right to left). 
You will, depending on the wind, hit closer to the 
range of the club’s maximum. 

e Though you'll do best being aggressive, trying to 
whack the ball at full maximum power may be risky. 
Why? Well, if you go one click beyond maximum 
strength, the power meter will drop to its minimum. 
Not fair, but how the game works and the chance you 
have to take to hit hard. 

e Speaking of wind, depending on the direction, a 
good rule of thumb is to move your stance, the spot 
on the ball (for english) or the direction you are 
pointing about one notch for each 6 MPH of wind. 
Adjust based on your personal experience. 

e If you're in the fairway, you can use a “driver” to 
get some extra yardage. For that reason, you should 
do your best to keep the ball in the fairway off the tee. 
Otherwise, you'll be stuck using, at best, a two-iron, 
which has a maximum distance of about 200 yards 
(compared to a 3-wood’s 236). 

e As well as wind, where you hit on the ball will 
affect how far your ball will travel both in the air and 
when it hits the ground. For instance, cutting under 
the ball will lessen the distance it travels (by hitting it 


Yes, it can get windy. 
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higher), but also reduce the amount that the ball rolls 
once it hits the ground. 

e Similarly, you may want to use a stronger iron (a 
lower number) at lower power to keep the ball’s 
flight lower. This will also lessen the effect of wind on 
the ball. 

e Long drives are great, but games will be won or 
lost on your putting. Get used to “reading” the green 
with the grid and through the help of your caddy’s 
slope chart. 


Once on the green, a grid will pop up to show you the contour 
of the green, and your caddy will inform you of how steep the 
line to the cup will be—and even an encouraging word or two. 


e Don’t forget that you can press up with the 
control pad at the Directional Select window to get an 
aerial view of the course ahead of you. This can be 
helpful to see obstacles not visible from ground level. 

e As in real golf, if you hit one into the bunker, the 
ball can sit on the surface or be buried in the sand. 
For that reason, you have to consider how hard to hit 
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the ball depending on how deep it is; a buried ball 
will take more to dig out, so adjust the force of your 
shot in relation, or you'll end up still in the bunker. 


A ball can sit on the surface of the bunker or be buried. If it’s 
deep, hit hard or risk another shot from almost the same spot. 


e At the Directional Window, you can also use the 
left and right buttons on top of the controller to 
rapidly move your angle and height. While simply 
moving the directional control will take you a degree 
at a time, holding down either of the upper buttons 
will alter your perspective and position much faster. 
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e Use your caddy’s advice regularly. Not only will 
he help you on putts, but also give you tidbits of 
advice at tee time and other situations. As the manual 
says, his advice is based on the actual instruction of 
Waialae’s course pros. He also is a good back patter 
when you do something well, like hitting a long putt. 
Also, note that each caddy offers a different piece of 
advice at the tee; for example, one caddy dishes out 
historical information on the course. 


Sometimes your caddy has some good advice for you. 


e Some approach shots may appear to hit the 
green, but in reality curl off onto the “fairway” just 
outside the green. If you are gutsy and within 20 
yards of the hole, you may want to chance dropping a 
long putt. Set the club to putter—if you forget and 
end up staying with the default pitching wedge, you 
slap it a long way from the green—and try hitting 
about three times more than normal power for the 
distance, and you may get lucky. The contour grid 
won't come up, however, so you won’t be able to 
read the green’s break before the shot. 

e Finally, use the “fly-over” before the teeoff to 
note where on the green the pin is positioned. As on a 
real golf course, the hole location may change from 
round to round, and with it, so should your strategy. 
This is also helpful for you to get a feel of how the 
hazards are laid out, and where you should aim for. 
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HOLE 1—MAMAO, 
“DISTANT” 


Par5 
|| Tourney Tees—536 yards 
Regular Tees—521 yards 


This hole is best played by 
taking your first drive along 
the right side without ending 
up in the rough. On your 
second shot, watch out for the 
] =s] DUNker in the front left of the 
green, as swells as 5 the palm tree on the right that can 
grab even the best planned approach to the green. 
You can conceivably make the green in two, scoring a 
birdie or even possibly an eagle if everything goes in 
your favor—primarily, the wind. 


HOLE 2—OOLEA, 
“UNYIELDING” 


Par4 
Tourney Tees—358 yards 
Regular Tees—348 yards 


In direct opposite to the 
strategy on the last hole, take 
the tee shot to the left side of 
the fairway on this shorter 
hole. Depending on the 
wind—you'll see that qualifier [Bees 
often in this strategy—you can knock the ball over 
the rough on the left and back into the fairway on the 
other side of the left dog leg. If you can get a good 
second shot onto the green, you'll have an excellent 
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chance for a birdie. Watch for the bunker on the right 
of the cramped green. 


HOLE 3—II BROWN, 
“MR.GOLF” 


| Par4 

Tourney Tees—432 yards 

| Regular Tees—397 yards 
Your best shot here is to go 
straight down the middle off 
the tee. If you can pull your 
second shot around the right 
side of the left bunker, you 
basssasanamm CAN get good position for a 
birdie, but the diminutive size of the green and its 
drastic breaks won't help you much. This is tough, 
indicative of the rest of the course. 


HOLE 4—APIKI, 
“TRICKY” 


Par 3 
Tourney Tees—194 yards 
Regular Tees—178 yards 


Here’s a contrast to the last 
hole and a good birdie chance, 
but you have to be good! As 
short as it is, you still need 
quality placement to succeed. 
Blast a straight tee shot, and 
you should land within putting distance. Don’t get 
too cocky, work with the wind, and you should shave 
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a stroke off your score. Keep an eye on the bunkers 
lining both sides of the long green. 


HOLE 5—AUWAI, “TWO 
DITCHES” 


Par 4 
Tourney Tees—458 yards 
Regular Tees—401 yards 


The “two ditches” split up the 
fairway, but shouldn’t bother 
you at all. Again, go straight 
through the center of this 
baby, and you'll have a chance 
for a birdie if you can land a 
quality second iron shot. Care must be taken on your 
green approach not to get caught in the bunker on the 
right, in front of the pin. 


HOLE 6—LALAU, “GO 
ASTRAY” 


Par4 
Tourney Tees—474 yards 
Regular Tees—430 yards 


When you drive off the 
breezy tee, stick to the right to 
prepare for the slight dog leg. 
You can get a birdie, but the 
main trouble will come from 
the tight, steep green. Even 
getting onto the green with your second shot won’t 
guarantee victory over this windy and wavy wonder. 
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HOLE 7—UPIKI, 
“TRAPPED” 


Par 3 
Tourney Tees—181 yards 
Regular Tees—165 yards 


Oh, great...a short and easy 
hole, right? Short, yes, but not 
at all easy. The bunkers 
encircling the green will give 
you nightmares, so you might 
want to skip the birdie chance 
and lay up short of the deep green for an easier 
chip—away from the fronting sandtraps—near the 
pin. Swallow your pride and settle for the safer 
par—there are other holes that will yield birdies 
much easier. 


HOLE 8—HULUHULU, 
“HAIRY” 


Par 4 
Tourney Tees—427 yards 
Regular Tees—395 yards 


If you can take the drive down 
the fairway, just left of center 
to counteract the dog leg, 
you'll do pretty well. Take 
your second shot to the right 
around the bunker for a better | 

score, but watch out for the ditch TEP runs the length 
of the left side of the second half of the hole. Again, 
this is a good hole to play it safe on and forgo the risk 
of trying for a birdie. 
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HOLE 9—ALOHA 


Par5 
Tourney Tees—510 yards 
Regular Tees—487 yards 


What a way to end the front ||- 
nine, with a l-o-n-g par 5. | 
Don’t worry about the water | 
near the start of the hole, || 
because you'll easily clear it | 
with your tee shot—unless || _ 
you flub it. You'll do well to [he 


take your first shot to the right of center, which will 
give you a good chance for a birdie, but the bunkers 
in front of the green are anxiously waiting to eat your 
ball as a snack. Close it out, then it’s off to the 
clubhouse for an ice cold drink and a peek at your 
first nine’s score. 


HOLE 10—KIPAKU, 


|| “DRIVE AWAY” 

|| Par4 

|| Tourney Tees—353 yards 

{| Regular Tees— 247yards 

J| Here’s one tough green! 
|| While the fairway is pretty 
4| straightforward, stay just to 
1| the right of center for a better 
“| chance at a birdie. The flag 
Be) Sits up proud like a castle at 
the tip of a a hill, but don’t fall into the moat of bunkers 
to the right and left. If you mess up, the resulting chip 
shots will drive you nuts, and the bunker shots are 
even worse. 
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HOLE 11—KAILANI, “SEA AND SKY” 


Par 3 

Tourney Tees—178 yards 

Regular Tees—169 yards 

This shortie is pretty basic, though the wind could 
whip you way off course. If you can counteract the 
effects of the wind, you'll be in good shape. Also, 
keep in mind when you tee off, if you don’t hit the 
green, you could dump it into a bunker or snare one 
of the trees that act like a fortress around this hole. 


HOLE 12—I MUA, “STRAIGHT AHEAD” 


Par 4 

Tourney Tees—446 yards 

Regular Tees—420 yards 

A slight dog leg right requires you to hang your drive 
off to the right of center in preparation for an iron to 
the green. Not a lot of room for error on the second 
shot thanks to the normally crossing winds on this 
fairway. A birdie’s in the stars for a players who’s 
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figured out how to deal with the breezes—gusts that 
could peak to between 25 and 27 miles per hour! 


HOLE 13—AKAU, 


“RIGHT” 

Par5 

Tourney Tees—508 yards 
Regular Tees—494 yards 


A wide fairway, the wind in 
your favor and a large green 
mean one thing: If you can’t 
get a birdie on this hole, you 
should switch places with 
your caddie. While this is the — 
course’s easiest hole, it’s not a cakewalk. Drive for the 
middle of the dog leg, then take a long fairway driver 
to the green—if you want to be daring. Drop it for an 
eagle? It’s a possibility if you’re on top of your game. 


HOLE 14—HEMA, 
“LEFT” 


Par 4 

Tourney Tees—411 yards 
Regular Tees—403 yards 

This hole looks promising, 
what with a wide open green 
and a similar layout to the last 
| hole, but Number 14 is not 
| easy. The main reason is the 
tee shot, which will be 
messed with by funky winds 
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and the trees that are so carefully placed as to make 
them nasty collection of hazards. Don’t overdrive the 
tee shot—go into the turn with a less powerful wood, 
if the wind isn’t too much—and you might just birdie 
out of this one if you read the green correctly. 


HOLE 15—PILIKIA, 
“TROUBLE” 


Par 4 

Tourney Tees—396 yards 
Regular Tees—390 yards 

A left-to-right wind, which is 
the norm, will play havoc 
with your drive, and the 
placement of the pin on the 
fringe of the thin green can 
s have you bouncing between 
ships and TIT for a while. Save birdie tries for one 
of the last three holes. You should get out of here with 
your sanity. Again, drive short from the tee. 


HOLE 16—WELO, 
“FLOAT IN THE WIND” 


Par 4 

Tourney Tees—417 yards 
Regular Tees—396 yards 

The aptly named “Float in the 
Wind” will give your tee shot 
a big assist, thanks to a wind 
that’s usually at your back. In 
these conditions, the breeze 
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will give your drive an extra 20 yards or so, and 300- 
yard teeoffs aren’t impossible. Of course, you have to 
keep in mind that your second shot could easily sail 
over the green, so adjust your club selection 
accordingly. 


HOLE 17—ALAE, “MUD 
HEN” 


Par 3 
Tourney Tees—185 yards 
Regular Tees—178 yards 


This isn’t a hard hole unless | 
you have the wind in your | 
face and coming from the left, | _ 
which is most of the time. If | 

you alter your stance and a 

where you hit the ball in e=. 
combination, you can curl it right into the breeze and 
land just off the hole, maybe pulling a birdie out of a 
hat. Go too far and you'll end up having to blast out 
of the left bunker. Give the birdie a shot, especially if 
your score needs the help. 


HOLE 18—KILOU LOA, “A LONG HOOK” 


Pars 
Tourney Tees—551 yards 
Regular Tees—533 yards 


A low drive into the left side of the turn of the dog 
leg will leave you in perfect position for a long 
approach and chip onto the green. If you have the 
wind in your favor, blowing from right to left, you 
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can even make the green in two, leaving a solid birdie 
or chance eagle in the cards. Watch out for the 
thinning of the fairway, which is hard to stay in the 
confines of, just prior to the green. Hey, that’s it—into 
the clubhouse to compare scores. 

So, did you do well enough to beat out the 
tournament’s pros? If not, just hit the RESET button 
and try again! Did you know that the initials in the 
tournament recap are all past winners of the 
Hawaiian Open? 
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U.N. Squadron 


Distributor: Capcom 
Game Type: Arcade Action 


WHAT’S GOING ON 


Aslan is in trouble. Project 4 terrorists have trashed 
everything, but the Area 88 whiz kids, a bunch of 
pilots that know their way around the sky, are out to 
get it back. Load up and let’s take on this scourge. 


WHO ARE YOU? 


You're one of the hotshot flyboys from Area 88. It’s 
up to you to equip your plane with weapons and take 
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out Project 4. You can be one of three pilots, though 
each has his strong points: 

Shin Kazama—Fresh out of Japan, Shin will boost 
up to full power easily. 

Mickey Scymon—a veteran U.S. Navy pilot, 
Mickey can use a wide selection of armaments. 

Greg Gates—A Danish pilot whose damage is 
renovated quickly. 


PLAYERS 


Though you'll need all the help you can get, U.N. 
Squadron is a one-player mission. 


SCORING 


Anything you can destroy will get you points, and 
you get bonus points for completing a level. As you 
go along on your mission, you gain points and cash, 
the latter used for purchase of weapons and more 
advanced planes with which to fight. 
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LIVES AND HOW TO LOSE THEM 


It isn’t too hard to figure out that if you get shot 
down by the enemy, you lose a plane. Unbelieveably, 
you have an unlimited supply of expensive planes, 
but only three lives. 


CONTINUES 


You are allowed three continues, and when your lives 
are gone, you will be prompted to continue. 


CONTROLS 


>. Pause Change your 
special 
weapon 


Move your 
plane 


Fire cannon 


You can change 


button assignments Fire special 
at the Options screen. weapon 
WEAPONS 


You start with only a few weapons, but for every 
enemy you defeat, you get paid some money. This 
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cash cache enables you to purchase more powerful 
planes (up to the F200 Efreet) and arms, like: 
Cluster—Fills the sky with an explosion. 
Falcon Missile—For battering ground targets 
from your plane. 
Phoenix Missile—An extremely damaging 
homing missile. 
Super Shell—A powerful blast of energy. 
Bullup—A five-missile shell. 
Thunder Laser—A triple spread laser. 
Bombs—It destroys the target it’s dumped on. 
Napalm—A wide-area fire bomb. 
Gunpod—A diagonally firing weapon. 
Sailing Missile—Sends a missile up in the air. 
Mega Crush—A missile with heavy destructive 
capabilities. 


SPECIAL ITEMS 


Orange Power-Ups—Increases your POW by one. 
Blue Power-Ups—Increases your POW by three. 
Yashichi—Tops off your gas tank. 

Weapons Rack—Gives you a special weapon 
recharge. 

Star—A $5,000 boost. 

Mech—A smart bomb that eliminates all 
adversaries from the playfield. 

Unicorn—Protects your plane for a short period. 
Fuel Tanks—Gives you back some of your gas. 


FRIENDS 


You have only two friends in the world, or at least 
this world: 
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Commander Saki—He is your mission leader. His 
job is to brief you before each mission on what you 
can expect to find. 

Crew Chief McCoy—This is the guy with the 
planes and weapons. Before each mission, you'll have 
the choice of which planes you want to fly, and what 
armaments you want to put in it. 


ENEMIES 


While friends are in short supply, enemies are quite 
abundant. Basically, anything coming at you is an 
enemy, and should be shot down or blown up. You'll 
have attackers on both the ground and in the air. 


STRATEGY SESSION 


e The following sequence of missions, as described 
in the level-by-level strategy, is the order that we’ve 
found easiest. You may choose a different order. 

e It doesn’t matter which pilot you choose, so 
select the one you’re most comfortable with. 

e To earn extra cash, repeatedly attack the 
Quartermasters and destroy the supply trucks to earn 
$20,000 and 5,000 points. This will help you get 
enough for the F200 Efreet. Remember, though, when 
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you finish the game, you don’t get extra points for 
dollars left over. Don’t buy any special weapons for 
this, and since there are only three trucks, you can 
ram them as you fire to destroy them quickly. 


e Don’t buy or use too many special weapons in 
the missions. The F200 Efreet is the best plane to use 
in the later mission, but the problem is that it costs 
$1,000,000. Save your cash. Although it’s not always 
best, the F8E Crusader and A10A Thunderbolt can be 
used for most of the missions until you reach the 
$1,000,000 mark. (Make sure you have enough money 
to buy the weapons to go with it. $1,100,000 should 
do fine.) The other thing to remember is that the F200 
Efreet will let you use twice as many of the same 
weapon compared to the other planes, but the cost of 
the items is a little higher. 


Mission One—Front Line Target 
Recommended Plane: F8E Crusader 
Recommended Weapon System: None. 


Your main goal in the first base is to take out the large 
anti-aircraft launcher at the end. This stage, similar to 
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the first stages in all games, is designed to get you 
familiar with the controls and how the game is set up 
and played. Therefore, getting a special weapon isn’t 
needed for this stage. Besides, you might need the 
money later. 

There are three things to remember for this game. 
First, never stop shooting—which leads to tip 
number two: You never know where you'll find a 
hidden special item. Lastly, remember that you can 
fly under the ground targets’ weapon fire, especially 
the big ground-to-air gun turrets found in the middle 
and end of the stage. (And yes, you can hit them 
while you’re flying under their gunfire.) 

Two special items, both Mechs, can be found in 
this stage. The first Mech can be exposed by shooting 
three-fourths up the screen right over the first brown 
ground target, which is on the raised platform. The 
second is found in the same location on the screen just 
before the second raised platform. The final target in 
this stage is a large homing missile throwing and 
rocket-launching tank. Shoot anywhere to do damage. 
We usually like to set up just under the rockets (with 
them firing straight ahead), which will allow us to 
take out the homing missile without a problem. 


This is the first boss character you face in the game, and it’s 
not too hard to beat. And it blows up real good too! 
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Mission Two—The Ground Carrier 


Recommended Plane: F8E Crusader 
Recommended Weapon System: Bombs 


Since you can’t buy a plane that has downward shot, 
like the A10A Thunderbolt, you'll need something to 
get the ground targets. The bombs are cheap and will 
get the job done nicely. In this stage, the two things 
you need to pay attention to are the missile launchers 
on the ground and the 
attack helicopters in 
the air. It seems that = 
whenever a helicopter = — 
comes out after you, 
the missiles aren’t too 
far behind on the ground. And, boy, do they like to 
mess with you. To make matters worse, the missile 
launchers are usually placed along the rock 
formations found in the stage. The only special item 
found on this stage is inside the first dugout cave or 
structure. You'll need to take out a tank first before 
you can get to it. 

I’m sure you’ve come across a game (or stage) 
where the action getting to the end boss was tougher 
than defeating the end boss itself. This is just such a 
stage. When you reach the ground carrier, you'll 
notice you have three targets to shoot for, the main 
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one being the tower that pops up every few seconds. 
You can fly close enough to the carrier so you can hit 
the combat plane hanger bays and the bottom missile 
launchers at the same time. Once those are out of the 
way, move up to take out the other two missile 
launchers. You'll need to fly up to hit the target, then 
move down to avoid the missiles as they come out. 

Once these first two targets are destroyed, move 
up so that the bottom of your plane is even with the 
top of the canyon wall in the back ground. This will 
allow you to hit the main target without it touching 
you, but it will come very close. 


Mission Three—The Enemy Air Force 


Recommended Plane: F8E Crusader 
Recommended Weapon System: None 


This stage is the first 
bomber that appears on 
the area map, but fairly 
basic. The only things you 
need to look out for are 
the large planes that come 
out. They like to release 
these grappling hook-like 
objects that fill the screen, 
making it hard to maneuver when the smaller planes 
come out. For that reason, take the large planes out 
quickly. The first special weapon can be found early 
in the stage. 

A Mech will appear if you shoot along the bottom 
quarter of the screen, right after the orange planes 
come out, but before the wave of blue planes. Close 
to the end of the stage, when the action stops to allow 
the end fighter to come on the screen, there is a fuel 
tank located along the top quarter of the screen. The 
final stealth bomber will use three types of weapons 
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This stealth bomber will throw everything but the kitchen sink 
in your direction. It’s learn or burn! 


on you. The first is the usual gunfire that streams out 
from the back, with larger bombs falling on you if 
you get under the plane. Then there are satellites that 
explode and send shrapnel flying in eight directions. 
The shrapnel from the top satellite is fairly easy to 
avoid, but the bottom satellite will give you fits if you 
let it. The trick is to move up when the satellite goes 
low and move down when it goes high. That way 
you'll have plenty of time to avoid the shrapnel. 


Mission Four—The Wolfpack 


Recommended Plane: F8E Crusader 
Recommended Weapon System: Mega Crush 


In an effort to save cash, so that you can buy the F200 
Efreet later, use the F8E Crusader here and minimal 
special weapons. You'll need to rely on your evasive 
maneuvers more than ever. You'll have regular 
fighters taking shots at you from the front, though 
they themselves pose no real threat. Add a few planes 
launching homing missiles at you from the back, 
however, and it gets annoying. If you’re having 
trouble dodging the bullets and missiles, try using 
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the Cluster weapon system to help out. We haven’t 
found any special items in the stage, but that’s not to 
say there aren’t any. 

On to the final boss—or 
perhaps we should say bosses, 
because you'll be going against 
three small stealth bombers 
that shoot a massive exploding 
rocket when you're in front of 
them, and send out flak when 
you're behind them. The flak is 
easy to shoot, but watch out 
for the exploding rocket. Use the Mega Crush when 
you can, and try circling the screen counterclockwise, 
shooting as you go, of course, to take out the 
remaining planes. 


Mission Five—The Forest Fortress 


Recommended Plane: A10A Thunderbolt 


Recommended Weapon System: Napalm, Bombs and 
Mega Crush 


This stage is also easy to 
understand: You have planes 
coming in from the top and 
rear while ground targets 
attack from underneath. The 
A10A Thunderbolt will give 
you plenty of range on your 
shot so that most of the 
ground targets and some 
planes shouldn’t be a 
problem. 

Right after the ground 
missile installation, you can 
find a Unicorn that will come 
in handy for the fortress up 
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ahead. As you come in, position yourself so that 
you're shooting the very top of the gun turret. This 
way, you can shoot it but it can’t shoot you. As for the 
rotating laser mounts, you'll need to get past these 
when they are down, and as you fly by drop some 
Napalm on them. The main target, which will destroy 
the entire fortress at once, is the missile launcher that 
pops up and quickly disappears. Unfortunately, 
because it’s not exposed for long, the Mega Crush 
doesn’t seem to have any real effect. Use Napalm on it 
as much as possible, and save the Mega Crush for the 
last laser turret and two gun installations at the end. 

Just off the back of the last gun installation, you'll 
find a Yashichi for full fuel and health. When you 
turn back the other way, keep pounding any 
remaining installations, especially the missile 
launcher, until the fortress explodes. 


Mission Six—The Nuclear Sub “Seavet” 


Recommended Plane: A10A Thunderbolt 
Recommended Weapon System: None 


This stage is just one screen, and outside of a few 
combat planes that come out, all you'll face here is 
the sub. The sub will first appear out on the water 
like a sitting duck, but watch out: when it goes under, 


248 


U.N. Squadron 


it'll literally fly out 
of the water when 
it comes back to 
the surface. When 
it does, it’ll also 
fire a mini Mega 
Crush at you that 
explodes in the 
lower-middle of 
the left side of the screen. Stay high on the left and 
you'll avoid this. As you’re standing there on the left 
side of the screen, pounding the living daylights out 
of the sub with the downward shot of the 
Thunderbolt, it’ll fire several rounds of rockets 
straight into the air. Try to shoot the leftmost rockets 
so that when they reach the top, the floating mines 
they release won’t harm you. 

As if this weren’t enough, the sub also fires a 
wave of rockets when it’s underwater as well. So 
when you see the first rocket appear in the bottom 
left, move to the right side of the screen to avoid it. 
For those of you who didn’t select the A10A 
Thunderbolt, you can still defeat the sub by moving 
to the bottom left and shooting it straight on. When 
you see a small hatch open up in front of the sub, 
move up so that you can avoid the bomb that’s 
coming your way. 


Taking a nucelar submarine for a 
bucking bronco ride on the ocean. 


Mission Seven—tThe Battleship Minks 


Recommended Plane: A10A Thunderbolt 
Recommended Weapon System: Napalm, Bombs and 
Mega Crush 

Once again, you'll have the standard formation of 
planes coming at you, but this time you'll also have 
small rocket-launching boats coming onto the screen 
from the left and right, mainly from the left. The 
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boats will fire as soon as they enter the screen, then 
quit about a quarter of the way through, making 
them sitting ducks. If you can stay just ahead of the 
boat until it stops firing, you'll be okay. When you 
reach the ship, take out the smaller gun first, then go 
to the top of the screen and move back and forth. This 
will prevent the large guns from locking in on you. 
The smaller gun fire can be easily avoided. While 
your moving back and forth release Napalm liberally 
over the area to take out the two large guns. 

Once those are gone, start working on the smaller 
arsenal on the ship. When we reach the middle of the 
ship or the bridge we like to release the Mega Crush 
to do as much damage as possible. As well, there’s a 
Star worth $5,000 hidden in first tower or smoke 
stack. If you run out of Napalm, switch to regular 
bombs and, once again, move back and forth to avoid 
the bigger guns fire. Just off the front of the ship 
you'll also find a Weapons Rack that will refill all 
your weapons. So switch back to Napalm and blast 
the two big guns and what remains of the bridge. 
Destroying the Bridge first will, obviously, destroy 
the entire ship. Do that only if you don’t want to take 
out the parts of the ship that are worth valuable 
points and cash. 


Mission Eight—The Canyon 


Recommended Plane: F200 Efreet 


Recommended Weapon System: Napalm, Sailing 
Missiles and Mega Crush 


While most of the planes and ground targets look 
familiar, there are a few things to look out for. First, 
the missile launchers are on the back of trucks and 
will move backwards with you. You can either shoot 
these trucks or use a special weapon (some type of 
bomb) on them. Also, the single planes that appear 
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also carry Napalm, so watch 
out for them when you’re 
flying low to the ground. 
The last thing you need to 
watch out for are the rock 
pillars that will get in your 
way. Some even have gun 
installations on them. The 
rock pillars with the guns on 
: J] them can and should be 
3 -P destroyed using regular fire 
or bombs. Of the three rock 
pillars, two hide Stars worth $5,000. The Stars will 
appear in the right corner, after the pillar has been 
destroyed. 


The large plane that appears at the end of this 
mission is similar to the one in Mission 3, in the fact 
that it has a satellite that will explode releasing other 
obstacles and that when you get under the plane 
large bombs (in this case, large rockets) will be 
released as well. This enemy aircraft isn’t too difficult 
to defeat if you blast it as much as possible. Then 
when it moves toward you, move underneath it and 
blast it with the Sailing Missiles—and watch out for 
the rockets. The missiles that the satellites release are 
easily avoided. Finally, try not to run into the plane. 
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Mission Nine—The Cave 


Recommended Plane: F200 Efreet 


Recommended Weapon System: Falcon Missile, 
Phoenix Missile, Gunpod and anes Crush 


The first section of this 
stage isn’t too unusual, 
and since you’ve made 
it this far you should be 
able to get through with 
little effort. Once you 
and the action scroll up, 
you might want to 
switch to the Phoenix 
Missiles—if you 
haven't already. When 
you get to the large track system, the weak spot is the 
blue orb in the center. Fly past this with your plane 
positioned near the middle of the screen, use one 
Gunpod and continue past the monster on the roof 
while firing to reveal a Unicorn. 

As you start moving back into the middle, release 
a Mega Crush to damage the blue orb, but save the 
other for later, in case you get into trouble and need 
it. Use all your remaining Phoenix Missiles to take 
out the ground targets as you nail the blue orb with 
your Gunpods. When you run out of Phoenix 


a) There are so 
many 
military 
armaments in 
this area that 
you're going 
to have your 
hands full. 
It’s a matter 
of who can 
kill who first. 
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Missiles, switch to the Falcon Missiles to help get rid 
of all the ground clutter. Remember, concentrate your 
fire on the blue orb. And don’t forget you still have 
one Mega Crush left. 


Mission Ten—The Project 4 Fortress 


Recommended Plane: F200 Efreet 


Recommended Weapon System: Phoenix Missiles, 
Thunder Laser, Napalm, Mega Crush. 


At first, everything will look pretty normal, until you 
enter the cave. Then the enemy movement will pick- 
up a bit. You can find a Mech hanging on the wall 
about halfway down on the right. Use it. As you get 
into the tunnel, make sure you’re in the middle so 
that you can take out all the enemy positions coming 
up. When you reach the orange missile launcher—it 
gives you a Blue Power-Up—get ready to move up 
and to release some Phoenix Missiles. 

Hey, you’ve got company 
approaching from the rear. 
Once through the tunnel, 
things start to open up a bit. 
The flying boulders that 
appear will, when they reach 
— oe E 4 the top, release smaller 
Flying, rocket-powered boulders. You'll also have 

boulders? missile emplacements along 

the roof. Believe it or not, this 

section won't give you too much trouble if you travel 
on the upper portion of the screen once you reach the 
rock islands. Don’t forget, you have Phoenix Missiles. 

When you reach the area with the rolling gun 
turrets, shoot them as they appear and you'll make 
things a lot easier on yourself. If you shoot at the 
middle of the first wall that you come to, you'll 
expose a Yashichi you can get for full fuel. Almost 
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directly above it in the same section is a Weapons 
Rack. As you're in the last corridor, you'll notice a 
gun emplacement in a little cubby hole, but a Unicorn 
is up there too. 

Once you get 
past this point, 
you'll meet the 
first of two bosses. 
The first guy is 
easy; the only 
thing you really 
have to worry 
about is that it 
to the ground, which will fire as they pass. By 
moving up and back, the mortar fire can be avoided. 
You can also use Falcon Missiles here if you’d like, or 
simply fly down and shoot the mortars as they 
appear. The final boss is a little more difficult. You'll 
have large guns shooting at you, planes chasing you 
down and missiles shadowing your every move. 

When the large ships starts to move forward, 
you'll be forced to move to the right and over the 
ship. Just before you get to the main body of the ship, 
release a Mega Crush and then switch to Napalm, 
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releasing them as quickly as you can. When you turn 
around, you'll be forced to fly under the ship this 
time. Again, let loose with a Mega Crush, but this 
time switch to the Gunpod and nail anything that 
moves. What you hope to do here is to expose the 
main target, which is a blue orb hidden in the center 
of the ship, indicated by the gray, rotating motor. 
You'll go through one complete fly-by before starting 
another. The ship will then settle right in front of you 
after the second run. Use any remaining Mega Crush 
and, if the ship isn’t destroyed by now, switch to the 
Thunder Laser. This weapon will cut through 
anything. If you’ve been able to damage to the core 
previously, the Thunder Laser will wipe out the ship 
in no time. Yowee—you did it! 
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Software on 
Parade 


If you're reading this now, it’s likely that you are 
either an SNES owner or soon to become one. One 
thing that you can count on is a ton of software to 
come, thanks to the wealth of third-party developers 
that Nintendo has cultivated over the last six years 
with its Nintendo Entertainment System and Game 
Boy systems. Already there are over 60 companies 
that have licensed with Nintendo, and many of them 
are hard at work creating what each hopes will be the 
next SNES hit. The problem is that many of these 
game programs are kept under wraps to the public 
until they land on the marketplace, exposed for 
everyone to see. 

Until now. 

At the start of this book, we promised to you that 
we'd tell you what will be coming to the local SNES 
dealer before it comes, and this is the chapter that 
gives it all to you. (You turned here first, didn’t you? 
That’s okay, it’s worth it.) 

What follows is all the information that could be 
mustered on upcoming SNES cartridge releases and, 
if possible, some shots of the action. The titles listed 
make up the first wave of SNES games and represent 
a plethora of genres, from overhead flying games to 
dungeon adventures, from football games to scrolling 
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shooters. The power of the SNES is just being 
realized, but this listing will provide a good cross- 
section of what the imagination and creativity of the 
world’s game developers have to offer. 

Of course, this data is all subject to change, but it’s 
what was provided at the time this book was 
compiled. Hope you like what you see! 


Absolute Entertainment 


Super Battle Tank 

It’s better graphics and playability in the SNES 
version of this NES combat game as you command a 
tank through various missions and seek out total 
victory. 


Acclaim 


Smash TV 


Based on the arcade 
game by Williams, 
you control your 
player through rooms 
in search of big 
money and wild 
prizes. The game’s 

Acclaim’s Smash TV concept is similar to the 
movie, The Running Man, that starred Arnold 
Schwarzenegger. 


The Simpsons 


As usual, Bart finds a way to get into trouble, this 
time with his teacher. It seems that Bart misplaced his 
homework on the way to school and now must come 
up with a valid excuse as to why he doesn’t have it. 
Each level of the game is Bart’s made-up excuse, as 
he plays out the way he lost his homework. This one 
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features a wild dream scenario that includes Bart and 
his angry alarm clock. 


Super WWF Wrestlemania 


If you’re familar with the NES version (or the WWE 
for that matter), you'll recognize the names (Hulk 
Hogan, The Ultimate Warrior and more) and special 
moves in this one. 


Activision 
Shanghai 2: Dragon’s Eye 
This popular Chinese puzzle game requires you to 


remove all the tiles that are alike from the screen. 
Sounds simple, right? Think again. 


American Sammy 


Ys II— Wanderers from Ys 


This popular game, found on other video-game 
systems, finally comes to the SNES. In the third 
installment of the series, Adol’s new friend, Dogi, 
learns that all isn’t right in his hometown. Rest 
assured that Adol steps in to save the day. 


Asmik 


D-Force 


An oil-rich dictator 
has plans to take over 
the world. That’s not 
going to happen if 
you and your trusty 
combat helicopter can 
help it. 


Asmik’s D-Force 
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Bandai 


Ultraman 
A popular 
Japanese 
super hero, 
who also 
has a cult 
following 
in the U.S., 
comes to 
the SNES. 
It seems that monsters are terrorizing the land, but 
it’s Ultraman to the rescue. With his super 
roundkicks, jumpkicks and somersaults, he’ll smash 
the monsters into the next galaxy. There are eight 
levels in all. 


Bandai’s Ultraman 


Bullet-Proof Software 


FaceBall 2000 


It’s time to put on a happy face as you pulverize your 
opponents. You control a happy face around a maze 
in search of other faces, who are all your enemies. 


Capcom 


Final Fight 


Battle your way 
through five 
levels of tough 
inner-city 
combat, as you 
try to rescue 
your girlfriend, 
Jessica, from the 
Mad Gear gang. 
Although this 


Capcom's Final Fight 
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game has been changed slightly from the arcade 
version, it still has the same great game play. It allows 
the player the choice of two different fighters, and it 
features very large characters. The variety of 
offensive and defensive moves will have you trying 
new strategies. 


Street Fighter II 


Based on the arcade version, you play a tough street 
fighter going against the world’s best in one-on-one 
competition. 


Magic Sword 


Also based on a popular arcade game, you'll battle all 
forms of creatures using an assortment of weapons 
that you find along your journey. This one is bound 
to be as graphically and audibly captivating as the 
coin-op original. 


Culture Brain 


Super Baseball Simulator 1.000 


The original Baseball Simulator 1.000 was a hot 
baseball game, and the “super” version is a great 
translation of the popular NES title. It features all the 
same offensive and defense plays found in the 
original and more. 


Data East 


Joe and Mac 


Joe and Mac were your typical everyday guys—until 
their girlfriends were captured. That’s when they got 
mean. You control Joe and Mac through jungles as 
they fend off pterodactyls and other dinosaurs as 
they search for their beloved sweethearts. (I thought 
you said they were typical guys?) 
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Ultrabots 
Sanction: Earth 


It’s almost a century into the future, and an unknown 
spacecraft enters our universe. At the controls of this 
mysterious ship are artificially intelligent machines 
that have decided Earth will the new home of their 
hibernating alien masters. In one of its first orbits, it 
sends down the high fighting machines, the 
Ultrabots, to eliminate man from existence. Man’s 
only hope lies in a reprogrammed fleet of captured 
Ultrabots—and you. 


Electronic Arts 


John Madden Football 


Electronic Arts will release this popular football game 
with improved sound and graphics. Features an 
instant-replay feature with user-selectable camera 
locations. 


PGA Tour Golf 


Get ready to hit the electronic links as you push your 
golfing ability to the limit as you go against 60 of the 
best golfers in the world. This version features the 
ball cam, a view as only the ball would see it in flight. 


Bulls vs. Lakers and the NBA Playoffs 


Electronic Arts’ entry for a basketball game on the 
SNES carries the team names from last year’s finals. 
Includes a watch, exhibitionand tournament modes. 


FCI 


Ultima—The False Prophet 


Carrying the torch of the extremely popular 
computer-game series, Lord British returns in yet 
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another quest. Look for hours of adventuring as you 
meet and battle with all forms of creatures. 


Gametek 


American Gladiators 


Gametek will translate their NES game to the SNES. 
This eight-meg cartridge will allow players to select 
their own characters with specific histories and 
capabilities. There will also be a grudge factor 
implemented to add to the realism with the sound 
created in Nintendo’s new sound lab using DAT 
(digital audio tape) samples. The events found in the 
game will include Joust, Powerball, Atlasphere, The 
Wall, Assault, Eliminator and Human Cannonball. 


Kawasaki Caribbean Rally 


Using an overhead perspective view, the player must 
master three types of vehicles (jetski, dirt bike and 
roadbike) through eight islands, with each island 
having its own type of race. 


Wheel of Fortune 


Based on the popular TV game show, Wheel of Fortune 
will be a snazzier translation of the NES version. 


Jeopardy 

Also based on the TV game show, Jeopardy will test 
your knowledge in the many categories than the NES 
version. 


Hal America 


Hyper Zone 


Best described as a cross between Nintendo’s F-Zero 
and Atari’s S.T.U.N. Runner, you cruise through the 
different stages blasting and evading the enemy. 
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NCAA Basketball 


This basketball game uses digitized graphics, and 
includes teams from the Atlantic Coast Conference, 
Big East, Southwest Conference, Southeastern 
Conference and the Big Eight. 


Hole in One Golf 


One of the first 
golf competitions 
available on the 
SNES, Hole in One 
Golf, a popular 
release in Japan for 
the SNES’ sister, 
Super Famicom, 
features 18 holes of 
challenging golf 
and makes full use 
of the SNES’ “Ais 

Mode 7 feature. Hal America’s Hole in One Golf 


REST GS’ 


Hudson Soft 


Super Adventure Island 


In the third installment in the Adventure Island series, 
Professor Higgins find himself battling new foes in a 
new adventure. Loads of hidden bonuses and the 
action that made the first two NES games big hits. 


IGS 


The Rocketeer 


Based on the Disney movie, you play ace pilot Cliff 
Secord. In an attempt to get the famed rocketpack, 
villains have kidnapped Cliff best friend, Peevy, and 
his girlfriend, Jenny Blake. Will you be able to fly 
Cliff through the six stages so that he can find and 
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rescue his friends, and thwart the bad guys’ plan of 
taking over the world? 


Interplay 


Radical Psycho Machine (RPM) Racing 


Players can race on asphalt, dirt and ice in 24 levels of 
track difficult, and can use the predetermined tracks 
or create their own designs. With the battery backup, 
the newly created tracks can be saved for future 
racing. 


Animal Exchange 


You play a child who must maneuver through 
various stage filled with dangers. To help get 
through, you've been given the ability to change into 
any form, such as a tiger or bird. 


Jaleco SCORE «LEVEL g 


Earth Defense 
Force 


Imagine it’s 
2000 years into 
the future. The 
planets are 
ruled by the 
Union of 
Federated 
Planets, which 
has ruled in 
peace. That is 
until a new evil organization known as AGYMA 
decided they wanted to destroy the Earth. That’s 
okay, though, because you're the pilot of the most 
advanced space fighter in the galaxy, the XA-1, and 
you can take on anyone. Can’t you? 


Jaleco’s Earth Defense Force 
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Super Bases Loaded 


This SNES version of Ryne Sandberg Plays: Bases 
Loaded 3 includes all the same skill categories, stolen 
bases and strikeouts, as well as the five levels of 
difficulty. The ultimate goal of Super Bases Loaded is to 
beat a level-five team and score a perfect 100 rating. 


Kemco Seika 


Drakkhen 


The forces of nature (earth, water, air and fire) are 
controlled by dragons who have stolen the eight 
tears. These stone gems that represent all the forces in 
the universe. Only you and your hand-picked party 
of four can save the galaxy. This fantasy RPG features 
a 3-D locale, 150 different monsters and 200 spells. 


Lagoon 


Long ago, an evil god took over the peaceful land of 
Lakeland, throwing it into despair. The remaining 
gods, who were all good, came down from the 
heavens and vanquished the evil god with the sacred 
Moonblade sword. Before leaving they left two 
babies, Nasir, the child of light, and the child of 
darkness. Good and evil. One day, an evil spirit 
infested the waters of Lakeland poisoning the land. 
As Nasir, you must search the multilevel mazes and 
defeat the ten spirits that haunt the Lakeland waters. 


Koei 


Romance of the Three Kingdoms II 

Running with the popularity of its involving strategy 
games, Koei will bring the historical contest to the 
SNES. The game will also allow up to 12 players to 
compete in vivid realism. 
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Konami 


Contra IV 


This two-player sequel to the long standing hit series 
basically continues the story. Aliens are determined 
to destroy Earth—but not if you can help it. There are 
six stages with four of them having a side view 
perspective and the other two using an overhead 
perspective. The game uses some old weapons like 
the shotgun, but also includes some new like the 
enemy bullet magnet, plus some new moves like 
hanging from the ceiling and clinging to walls. 


The Legend of 
Mystical Ninja 
Their village 
has been hit 
with a deadly 
curse. To make 
matters worse, 
the princess has 
disappeared. 
Without her 
special powers, 
giant locusts 
will be free to 
invade the 
town at will. With no of chance of hope, a daring 
young ninja and his master set out into the ten levels 
of the Dragonbeast in search of the lost princess. This 
game looks simplistic, but it's very intricate. 


Konami’s Legend of the Mystical Ninja 


Nintendo 


Zelda III 


The adventure continues in the fantasy world of 
Hydrule as Link sets off to rescue fair Princess Zelda. 
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Super Play Action Football 

This new football game includes the 28 actual NFL 
teams as well as a handful of college clubs and even a 
few pee-wee leaguers as they battle it out for the title. 


Romstar 


Nolan Ryan Baseball 


Will you be able to stand the heat of the Ryan Express 
in the first video game to bear Nolan Ryan’s name. 


Seta 


Super F1—Built to Win 


This version of its NES racing title will include scaled 
cornering, semi-automatic shift assistance, sudden- 
death elimination, seven rival teams and 16 races per 
season, as well as a battery back-up to save games. 


Software Toolworks 


The Chess Master 
If you’re into 
chess, then this 
game is for you. 
Features arcade- 
like animated 
scenes when you 
capture a piece 
and all the 
variety of more 
expensive chess 
computers. Software Toolworks’ The Chess Master 


Paperboy 2 
This sequel to the arcade and NES smash hits features 
new neighborhoods and special targets to earn extra 
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points and rewards as you try to deliver newspapers 
to your hometown. 


Sony Imagesoft 


Hook 


Based on the story of Peter Pan, this game will follow 
along the plot of the Steven Spielberg movie starrring 
Robin Williams. 


Equinox 

Sony Imagesoft, then CSG Imagesoft, released a 
puzzle game called Solstice into the NES market a few 
years ago. Equinox, the 16-bit sequel, brings the allure 
of Solsitice to the SNES with all new mazes and a 
highly realistic look. 


Play Ball 

Baseball is perhaps the most popular sport to be shoe 
horned into a game cartridge, and this one offers a 
wide assortment of features. 


Jelly Bean 


This cartoony game isn’t just for kids, and features 
intricate scrolling action as you take your little Jelly 
Bean through various levels of danger. Jelly Bean can 
go down pipes, climb on the ceiling and other well- 
animated moves. 


Square 


Final Fantasy II 


Called Final Fantasy 
IV in Japan, this giant 
adventure continues 


Square’s Final Fantasy II 


Software on Parade 


along in the same vein as the previous installments of 
this series, though taking advantage of the SNES’ 
graphic and sound capabilities. 


Sunsoft 

Lemmings 

You’re the leader of a suicidal band of lemmings. 
Your job, guided them through the dangers of the 
land and prevent them from killing themselves. An 
SNES translation of a Psygnosis computer game. 


T&E Soft 


True Golf Classics: Pebble Beach 


This four-player game has been built from the actual 
Pebble Beach blueprints. The contour of the greens 
and the placements of each obstacle are the same, 
which makes True Golf a very realistic golf game. 


THQ 


Home Alone 


From the box-office smash, you play little Kevin who 
is all alone in that big house with robbers at the door. 


Taito 


Darius Twin 


A colorful outer- 
space shooter that 
features lots of 
action, giant bosses 
and a variable path 
to the contest’s 
exciting conclusion. 


Taito’s Darius Twin 
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Tradewest 


Super Off Road 


Based on the hit arcade game, this SNES off-road 
racing game includes 16 different stadium tracks with 
64 track configurations. 
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Tech Talk 


Here’s where things get deep, but you won't be fully 
informed if you don’t know what’s going on under 
the hood. As time goes on, each video-game system 
that’s released tries to improve on the formula. It’s 
hard to believe that a little more than a decade ago, 
the rage was the Atari 2600, whose capabilities are 
only a drop in the bucket compared to the SNES. 
When designing a video-game console, you have to 
take into account a few important items: 

e To make the on-screen images appear more 
realistic, it’s important to add to the palette of colors 
that can be displayed simultaneously. This allows on- 
screen objects to be more accurately drawn and 
shaded—without the blocky appearance and jaggy 
lines that plagued systems with few colors. 

e It should allow more objects to appear on-screen 
at once. The 8-bit game systems of old (just kidding) 
were bothered by quite a bit of flicker, a result of 
trying to cram too many objects on the same 
horizontal line. In a nutshell, trying to place too many 
objects on one line doesn’t give the system’s brain 
enough time to fully draw each object. The end result 
is a batch of partially drawn and/or flickering items. 
The new machines allow programmers to display 
more objects, so not only is the flickering less of a 
problem, but more adversaries can be put in your 
face. This makes for exciting software. 

e What about HDTV? I know, you're probably 
asking, “What is HDTV?” High-definition television, 
or HDTV as it is being called, is the future of 
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television. As the name implies, it involves an 
improvement on how a television picture is 
displayed, including the image’s resolution and the 
screen shape. The end result, without any fancy 
wording, is a crisper, cleaner picture. It’s also natural 
that the future of video games will also address this 
improvement in technology. 

e The “ancient” game systems had primitive 
sound capabilities, sputtering out beeps and boops 
that forced the player to stretch his imagination. 
There was very little difference between the sound of 
a car engine or a door closing. Now we’ve seen a 
quantum leap of electronic sound replication in the 
last decade. For example, the advent of large memory 
chips has allowed game developers to get accurate 
sounds via “digitizing” or "sampling." This process is 
akin to a tape recording, but instead of saving the 
sound to tape, it’s converted and stored as digital 
code that can be played back identically time after 
time with no deterioration. 

e In the same department, stereo sound is also 
becoming the norm, adding even more to the realism. 
If you hook up your game system to stereo speakers, 
then hear a character’s footsteps more from one side 
of the room to the other, wouldn’t you call that more 
realistic? And electronic alteration of sounds, such as 
the echoing effect when you take Mario into an 
underground cave in Super Mario World, is just 
another benefit of this audio sound system. 


#H 


T SNES is a patchwork of high-technology, and 
most people don’t consider the work that goes 
into the design and construction of a game console. 
And the more these systems offer in features, the 
more effort it takes to build it from the ground up. To 
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truly understand the basics of how the Super NES 
works “behind the scenes,” you must first familiarize 
yourself with a basic concept from the realm of 
computers. 


Figure 1—Breakdown of a byte named 10100100 


bit position 7 6 5 4 3 2 1 


bits 


expression value 


decimal value 128 64 32 


In this example, the bit pattern making up this byte (eight bits) adds up to a 
decimal value of 164 (128+32+4=164). 


Computers are binary machines that 
communicate with things called “bits.” Binary means 
two, which says that, to a computer’s mind, there are 
only two possibilities for a given bit. A bit is either 
“on,” signified by a “1,” or a bit is “off,” signified by a 
“0.” The bits in the Super NES are combined in one of 
two ways: eight bits make up a “byte” and 16 bits are 
generally called a “word.” For example, the letter “A” 
might be represented in binary as the byte 10100100 
(see Figure 1). Likewise, the graphics you see on the 
screen are governed by whether the bit is “on” (you 
see a specific dot on the screen) or “off” (you see 
nothing), but we'll get into that later. 

Okay, with that out of the way, let’s jump under 
the hood of your Super NES. 


Processor 


The brain of the Super Nintendo is the 65sc816 
CPU (Central Processing Unit). The Nintendo CPU is 
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nearly identical to the CPU in the Apple IIGS line of 
personal computers. The CPU is the “brain” of the 
system. Its primary job is to move and manipulate 
data based on instructions it receives from the 
controlling program. In this case, most instructions 
originate on the cartridge that you insert in the top of 
the machine. 

Each instruction that the CPU executes—whether 
it’s moving a character to the right, changing an 
object’s color or making a particular sound—takes a 
certain number of cycles to complete. All CPU’s have 
a speed rating. The rating is expressed in a term 
called megahertz (abbreviated as MHz), which 
indicates how many million cycles the CPU is capable 
of handling in one second. The Super NES is rated at 
3.58 MHz, meaning that it runs at a maximum speed 
of 3,580,000 cycles per second. However, all 
processors operate differently, even if they have the 
same speed rating. This is one of many reasons that 
it’s not possible to compare one 16-bit video-game 
system with another. 


Memory 


A computer or game machine has two types of 
memory, RAM and ROM. 

RAM (random access memory) is a place where 
computers store data for short-term use, whether it be 
program or graphics. Think of RAM as a sort of 
mailbox for the computer, with each data slot having 
a distinct address like a house. Just like a mailbox, the 
computer can write to an address in RAM, then look 
back later in the mailbox at that address, and see 
what was written. A computer is quicker than our 
mail delivery, however, when the power source is 
turned off, the mailbox is emptied—umm, the RAM 
is erased. 
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RAM is usually expressed as the number of bytes 
(remember that eight bits equals one byte) available 
to which the computer can read or write. The amount 
of RAM is usually followed by a “k,” which is short 
for “kilobytes” or “thousands of bytes.” (Actually, 1k, 
or 1 kilobyte, equals 1,024 bytes, not 1,000, but if we 
went into the reasons, this would be a math textbook, 
not a video-game strategy guide.) 

The Super Nintendo has 128k of DRAM (dynamic 
random access memory) and 64k of VRAM (video 
random access memory). The VRAM is for the 
graphics processor, so we'll discuss that later. The 
128k of system RAM is divided into two banks 
(areas) of 64k each. Data in those two banks of 64k 
can be read from a number of different offsets in the 
SNES’ memory, sort of like having three roads that all 
lead to the same intersection. One road is a country 
lane, one a city street and one a freeway. Which 
“road” is used to read or write to RAM dictates how 
fast the Super NES will operate. One offset will access 
RAM at 1.79MHz, another at 2.68 and another at 3.58. 
The speed with which data is retrieved is entirely 
dependent on from which way the programmer 
accesses it. Also, it is good to note that of all the RAM 
available, half can run at the full speed, *“2sth at 
middle speed and “2th at slow speed. 

As an example of how a game machine like the 
Super NES uses RAM, think of games where you 
register your name before you begin play. After you 
complete your name, the computer moves (or 
“writes”) the bytes that make up your name into a 
RAM address (or, as we said before, mailbox) defined 
by the programmer so that every time the game 
wants to display your name, it simply needs to look 
at (or “read”) that information. The data that makes 
up your name stays there until the program erases it 
or the power is turned off. 
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Unlike RAM, ROM (read only memory), as the 
name implies, cannot be written to, only read. Also, 
when the power is shut off to ROM, the information 
contained in it isn’t lost, much like chipping your 
name into a stone. In most other respects, however, 
ROM is functionally similar to RAM, in that it has 
addresses, operates at one of three different speeds 
(in the SNES’ case, 1.79 MHz, 2.68MHz and 
3.58MHz), and the amount of ROM is also expressed 
in “k.” One exception when referring to ROM in most 
video-game cartridges (which hold their data in ROM 
chips) is that the memory size is generally referred to 
in terms of megabits (million bits), not kilobytes. It is 
fairly simple to make the conversion, so that 
whenever you see an advertisement featuring the 
ROM size of a game in terms of megabits, you can 
convert it to “k.” Though, again to save you from a 
serious math lesson, one megabit is equal to 1,048,576 
bits (1024 times 1024)—hey, just trust me. Since one 
byte equals eight bits, to find out how big a four- 
meg(abit) cartridge is in terms of bytes (or “k”), we: 

1. multiply 1,048,576 by four (the cart size 
in megabits) 

2. divide that by eight (the number of bits 
in a byte) 

3. divide that number by 1024 (the 
number of bytes in kilobyte) 


The result, in this example, is that a four-meg cart 
equals 512k of ROM. 

Depending on the speed capabilities of the ROM 
chips in Super NES cartridges, they can be accessed at 
either 2.68 or 3.58MHz. This is accomplished by the 
game’s programmer organizing his program in a 
special way, then setting a special “switch” in the 
system’s memory that tells the unit to access the 
cart’s data at the faster speed. Of course, if it were 
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this simple—having the software tell the hardware to 
move the data in the fastest way possible—everyone 
would do it in that manner. Another consideration is 
that faster ROM chips are more expensive, which 
would increase the cost of a cartridge by an estimated 
$10-15 as of the time of this writing. 


Graphics Processor 


Perhaps the most interesting—and certainly the 
most complicated—component in the Super NES is 
the graphics processor. It is the part that has the most 
direct bearing on what you see on the screen. The 
graphics processor is divided into three main areas: 
pixel data (for the character “tiles”), attribute tables 
(to select “tiles”), and color look-up tables (for the 
color of the “tiles”). “Whoa, slow down!!” Sorry, let’s 
jump back to basics. 

The image created by the SNES is composed of 
thousands of tiny dots called picture elements or 
pixels. “Resolution” is an description of the number 
of pixels horizontally and vertically displayed on the 
screen. The SNES is capable of two different 
resolutions: 256 x 224 and 512 x 448. The first mode 
means that the screen is composed of 57,344 pixels 
(256 x 224 equals 57,344). Unlike some computers 
however, each individual pixel cannot be accessed 
directly. The image from the Super NES is called 
“character mapped,” which simply means that the 
dots on the screen are grouped into blocks (or “tiles”) 
that are eight pixels (saved as one byte) wide and 
eight pixels high. Using this information, we can 
figure out that the 256 x 224 mode becomes 32 x 28 
tiles (256 / 8 equals 32, and 224 / 8 equals 28). 

Each tile on the screen is actually composed of 
four separate tiles called bit planes, that are stacked 
on top of each other to form the images you see. The 
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reason there are four planes is that each dot on the 
screen needs color, and since one pixel is stored as 
one bit, you could only have it be a single 
color—recall that a bit can either be “on” (or, in this 
case, colored) or “off” (or no color). Instead, using 
four bit planes mean that there are four bits per pixel 
or a selection of 16 colors. 

The SNES has a master color palette of 32,768 
colors, but depending on the video mode used, it can 
only display from 16 to 240 of those on-screen at one 
time. In order to process the information faster, the 
Super NES uses a system of color look-up tables or 
CLUTs. A CLUT is simply a group of colors 
previously defined by the programmer. In the case of 
the SNES, each CLUT is composed of 16 colors 
(numbered 0 to 15), meaning that they can be 
identified with just four bits. This is much less trouble 
than giving the screen direct access to all 32,768 
colors, and having to represent those colors with 15 
bits instead (again, trust the math, please). 

To put this in terms that you can understand 
easier, imagine that you wanted to paint a picture. It 
would be better to pick the 16 colors you want to use, 
put them aside, then start painting with them. The 
other method would be to put all 32,768 tubes of 
paint on the table at once, which would make it 
harder to find the specific color you wanted. 

With that in mind, which would be easier if you 
wanted to make a pixel on the screen forest green: 

1) Take the color forest green and make it number 
9 in your CLUT, which would be called by using the 
binary number 1001 (only four bits); or, 

2) Find forest green in the whole SNES palette as 
color number 20,747, which equals the binary number 
010100100001011 (more intricate as a 15 bit number). 

It’s obvious that method #1 is easier. You can see 
why it’s impractical to address the master palette of 
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32,768 colors directly, because there are simply too 
many bits involved. The bottom line in using four 
bits instead of 15 also translates into more efficient 
use of memory. 

Since each CLUT on the SNES only holds 16 
colors, and it has been brought out that the SNES is 
capable of displaying up to 240 colors, you can 
correctly conclude that the Super Nintendo has 
multiple CLUTs. Depending on the mode, the SNES 
uses from one to sixteen palettes (giving a range of 16 
to 256 colors). Only up to the first eight palettes can 
be used for the backgrounds. The remaining palettes 
are reserved for sprites. 

“Wait, what the heck are sprites?” Well, sprites are 
blocks of data that can be moved over or under the 
backgrounds on your screen. They are your favorite 
characters, ugliest adversaries and their bullets, 
missiles and laser beams in a video game—basically, 
anything that moves on the screen. 

The Super NES is capable of producing four 
different sizes of sprites (in pixels): 8 x 8, 16 x 16, 32 x 
32 or 64 x 64. This is not to say that the maximum size 
of a character in a game is 64 x 64. To create some of 
the huge and/or intricate characters in your favorite 
SNES games, programmers combine sprite blocks on 
top of or next to each other. The limitation is that the 
SNES can display up to 128 sprites (numbered 0 to 
127) with 16 colors (of 32,768) for any given sprite, in 
any of the graphics modes. 

One of the most annoying drawbacks to lots of 
action and huge characters is flicker. The Super NES 
can have up to 256 pixels of sprite data (32 8 x 8-sized 
sprites, 16 16 x 16-sized sprites, etc) on the same scan 
line (horizontal line on your television) before the 
graphics processor gets overloaded and causes what 
you see as flicker (when various pixels are turned on 
and off momentarily). Once it does get more than 256 
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pixels of sprite data on the same scan line, however, a 
curious boo-boo in Nintendo’s processor design 
becomes apparent. 

Instead of dropping off the least significant sprites 
(the ones that were most recently added to the screen 
image), the machine drops the most significant 
sprite—which might just be the character you are 
controlling. It was too late in the system’s 
development cycle to fix this problem directly, so 
Nintendo added an address that programmers could 
set to specify which sprite was the most significant, 
overriding the actual order of the sprites. Many 
programmers have adopted the method of changing 
the number in this address 30 or 60 times a second to 
spread the flicker over many of the sprites instead of 
having some just disappear off the screen. 


Fig 2—Graphic Mode Chart 


Mode number of max. colors number of max. colors 
backgrounds per tile (BG) palettes on-screen 


4 8 32 
128 
128 
256 
256 
128 


0 
1 
2 
3 
4 
5 
6 
7 


S—Scaling and rotation in this mode only 


M—512x448 simulated resolution (Video processor averages every two pixels 
in video RAM, increasing perceived resolution) 


Finally, we’ve already discussed backgrounds a 
bit, but there’s a little more to add. Some of the 
graphics modes allow multiple backgrounds. This 
means that they can move horizontally or vertically 
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independant of each other. Programmers can create 
an image on-screen that appears to have depth, by 
using two or more backgrounds and scrolling them at 
different speeds. 

Another neat trick, and perhaps the most 
impressive, is that the backgrounds can be scaled 
(made bigger or smaller) and/or rotated in one of the 
SNES’ graphics modes called Mode 7. Contrary to 
popular belief, SNES sprites can’t be scaled or 
rotated, but background scaling can be used to make 
it appear that a sprite is being scaled. 

In Super Mario World, the final boss, Bowser, is 
actually the background. The castle, Mario, fireballs 
and the Mechakoopas are all sprites. When Bowser 
moves left and right, it is actually the background 
scrolling. And, when he leaves the screen by flying at 
you, that is just the background coming at you, like in 
F-Zero, except that this time, everything except 
Bowser is invisible to make him appear to be a sprite. 

It is interesting to note that data can only be sent 
to the graphics processor during vertical blanking 
interval or VBLANK. VBLANK is the time period 
when the graphics processor has completed one 
retrace of the screen (top to bottom) and is about to 
start over. This hardware (built-in) limitation reduces 
the amount of data that can be sent to video RAM to 
about 4 to 6k per second. For comparison, it is useful 
to note that other 16-bit machines can transfer 
approximately 30k of data in one second. 


Joypads 


The Super NES joypads transmit data to the 
system serially (in a long string of bits). However, 
requests made to check the joypad’s status receive the 
data in parallel form (as a byte). Each status check 
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results in one 8-bit piece of information. Because 
there are so many buttons on the controller, to receive 
the complete status, two calls must be performed, 
resulting in two bytes (16 bits) of information. The 
SNES joypad has 12 buttons, and each button is 
represented by a single bit—thus, only 12 of the 16 
bits transmitted are valid. (see Figure 3) If the bit is 
“on,” the button is being pressed. If the bit is “off,” 
the button is released. 


Figure 3—Joypad Status Bytes 


MSB LSB 
(Most Significant Byte) (Least Significant Byte)* 


Bit # 76543210 76543210 
Byte 10110101 10110101 


Button A  SEL.U L X TL 
B 


S. D R Y TR 


* The hardware does not have support for this byte 
on controllers 3 and 4. 


SEL.—SELECT 
ST.—START 
TL—Top Left 
TR—Top Right 


Although the current American version of the 
Super NES only has two joypad ports, there is 
hardware support for up to four joypads, though the 
hardware does not support the X,Y, top left (L) and 
top right (R) on the second pair of controllers. 

There is also a curious anomaly with regard to 
reading the status of the joypads. If this is done at any 
other time except VBLANK, the resulting status bytes 
are unpredictable and unreliable. For this reason, the 
precious time during VBLANK (the only time 
graphic data can be sent to the video processor), must 
also be used to read the joypad status. 
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Sound 


The 16-bit sound chip set on the Super NES was 
created by Sony. It has eight PCM (pulse code 
modulation) stereo sound channels. Simply put, this 
means that all sound on the Super NES is “sampled.” 
Sampled sound is used in lots of the music that you 
hear on the radio, generally consisting of a short snip 
of a real-world sound—glass breaking, a bird 
chirping, a guitar riff, etc. Making all the sound 
channels in the Super Nintendo PCM is a radical 
departure from existing units simply because 
sampled sounds take up a lot of memory. For this 
reason, the Super NES has an adjustable sampling 
rate, from 6 to 48kHz. The higher the sampling rate, 
the more realistic the resulting sound, but also the 
more data consumed per second. For comparison 
purposes, it is good to note that compact disc-quality 
sound is sampled at 44.1kHz, and the sound from a 
good-quality connection on a telephone is 
approximately 16kHz. 

To figure out how much data would be necessary 
for any given stereo sample, you simply multiply the 
sample rate (let’s use 22kHz, half that of CD quality), 
by the number of bits per sample (16) to give us at the 
number of bits per second. In this example, a sample 
would use approx. 352,000 bits or 44k (352,000 / 8) 
bytes per second. For those reasons, most developers 
use compressed data for samples, and usually sample 
at lower rates of between 10 and 12kHz. 


HEHEHE 


ell, that’s a thumbnail sketch of the inner 
workings of your Super NES. Nintendo’s first 
entry into the 16-bit marketplace is a patchwork of 
old and new technologies, the most advanced being 
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its sound processor. Time will tell if this system gains 
the popularity that the NES enjoys, or if another 16- 
or 32-bit-based home video-game console will 
become king. Meanwhile, I encourage you to enjoy 
your Super NES, and don’t be surprised if you now 
find yourself trying to figure out what video mode a 
game is using, which sprites are sharing the same 
palette or how a program made a background look 
like a sprite so it could be scaled and rotated. Such is 
the burden of knowledge. 
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(all information contained herein is subject to change) 


Absolute Entertainment 

251 Rock Road, P.O. Box 116 
Glen Rock, NJ 07452 
201-652-1227 


Acclaim Entertainment 
71 Audrey Avenue 
Oyster Bay, NY 11771 
516-922-2400 


American Sammy 
2421-205th Steet, Suite D-104 
Torrance, CA 90501 
213-320-7167 


American Softworks 

228 East 45th Street, 11th Floor 
New York, NY 10017 
212-972-6262 


American Technos 

19200 Stevens Creek Boulevard, Suite 120 
Cupertino, CA 95014 

408-996-1877 


Ascii 

11105 Dana Circle 
Cypress, CA 90630 
714-373-2072 
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Asmik Corporation 

50 North La Cienega Boulevard, Suite 214 
Beverly Hills, CA 90211 

213-854-9774 


Atlus Software 

17145 Von Karman Avenue, Suite 110 
Irvine, CA 92714 

714-263-0582 


Bandai America 

12851 East 166th Street 
Cerritos, CA 90701 
213-926-0947 


Bullet-Proof Software 
8337 154th Avenue N.E. 
Redmond, WA 98052 
206-861-9200 


Capcom USA 

3303 Scott Boulevard 
Santa Clara, CA 95054 
408-727-0400 


Creative Media Applications 
87 Haines Road 

Bedford Hills, NY 10507 
914-241-1350 


Culture Brain USA 
15315 N.E. 90th Street 
Redmond, WA 98052 
206-882-2339 
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Data East USA 

1850 Little Orchard Street 
San Jose, CA 95125 
408-286-7080 


Electro Brain 

573 East 300 South 

Salt Lake City, UT 84102 
801-531-1867 


Electronic Arts 

1450 Fashion Island Boulevard 
San Mateo, CA 94404 
415-571-7171 


Enix America 

2679 151st Place NE 
Redmond, WA 98052 
206-885-9611 


FCI 

150 East 52nd Street, 34th Floor 
New York, NY 10022 
212-753-8100 


GameTek 

2999 NE 191st Street, Suite 800 
N. Miami Beach, FL 33180 
305-935-3995 


HAL America 

7873 S.W. Cirrus Drive, 25-F 
Beaverton, OR 97005 
503-644-3009 
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Hi-Tech Expressions 
584 Broadway, Suite 509 
New York, NY 10012 
212-941-1224 


Hot-B USA 

1255 Post Street, Suite 1040 
San Francisco, CA 94109 
415-567-9337 


Hudson Soft USA 

400 Oyster Point Boulevard, Suite 515 
S. San Francisco, CA 94080 
415-871-8895 


IGS 

32 West Colorado Boulevard, Suite 200 
Pasadena, CA 91105 

818-440-0626 


Interplay Productions 

3710 South Susan, Suite 100 
Santa Ana, CA 92704 
714-545-9001 


INTV 

220 Sansome Street, Suite 1360 
San Francisco, CA 94104 
415-399-9973 


IREM America 

8335 154th Avenue N.E. 
Redmond, WA 98052 
206-882-1093 
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Jaleco USA 

310 Era Drive 
Northbrook, IL 60062 
708-480-1811 


JVC Musical Industries 

3800 Barham Boulevard, Suite 305 
Los Angeles, CA 90068 
213-878-0101 


Kemco/Seika 

20000 Mariner Avenue, Suite 100 
Torrance, CA 90503 
213-373-0404 


Koei Corp. 

One Bay Plaza, Suite 540 
Burlingame, CA 94010 
415-348-0200 


Konami 

900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
708-215-5100 


LJN 

71 Audrey Avenue 
Oyster Bay, NY 11771 
516-922-2400 


Matchbox Toys (USA) 
P.O. Box 50009 
Burnsville, MN 55337 
612-898-4488 
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Maxis Software 

Two Theatre Square, Suite 230 
Orinda, CA 94563-3041 
510-254-9700 


Mediagenic (Activision) 

4600 Bohannon Drive, Suite 210 
Menlo Park, CA 94025 
415-329-0800 


Meldac of America 

1801 Century Park East, Suite 2210 
Los Angeles, CA 90067 
213-286-7040 


MicroProse 

180 Lakefront Drive 
Hunt Valley, MD 21030 
301-771-1151 


Milton Bradley 

443 Shaker Road 

East Longmeadow, MA 01028 
413-525-6411 


Mindscape 

60 Leveroni Court 
Novato, CA 94949 
415-883-3000 


Namco America 

3255-1 Scott Boulevard, Suite 102 
Santa Clara, CA 95054-3013 
408-496-6371 
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Natsume 

1243A Howard Avenue 
Burlingame, CA 94010 
415-342-1712 


Nintendo of America 
4820 150th Avenue NE 
Redmond, WA 98052 
206-882-2040 


NTVIC 

50 Rockefeller Plaza, Suite 1018 
New York, NY 10020 
212-489-8390 


Ocean of America 

1855 O’Toole Avenue, Suite D102 
San Jose, CA 95131 

408-954-0201 


Parker Brothers 

50 Dunham Road 
Beverly, MA 01915 
508-927-7600 


Romstar 

22857 Lockness Avenue 
Torrance, CA 90501 
213-539-5283 


Seta USA 

105 East Reno Avenue, Suite 22 
Las Vegas, NV 89119 
702-795-7996 
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SNK 

246 Sobrante Way 
Sunnyvale, CA 94086 
408-736-8844 


Sofel 

1333 Ocean Avenue, Suite B 
Santa Monica, CA 90401 
213-768-2764 


Software Toolworks 
60 Leveroni Court 
Novato, CA 94949 
415-883-3000 


Sony Imagesoft 

9200 Sunset Boulevard, Suite 820 
Los Angeles, CA 90069 
213-858-3777 


Square Soft 

Westpark G-1, 8351-154th Avenue N.E. 
Redmond, WA 98052 

206-861-0101 


Sunsoft 

11165 Knott Avenue 
Cypress, CA 90630 
714-891-4500 


T&E Soft 

953 Mountain View Drive, Suite 167 
Lafayette, CA 94549 

415-253-1750 
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T.H.Q. 

5000 N. Parkway Calabasas, Suite 305 
Calabasas, CA 91302 

818-591-1310 


Taito Software 

390 Holbrook Drive 
Wheeling, IL 60090 
708-520-9280 


Taxan USA 

161 Nortech Parkway 
San Jose, CA 95134 
408-946-3400 


Tecmo 

18005 S. Adria Maru Lane 
Carson, CA 90746 
213-329-5880 


Toho 

2049 Century Park Fast, Suite 490 
Los Angeles, CA 90067 
213-277-1081 


Tomy 

1050 West Central Avenue 
Brea, CA 92621 
714-256-4990 


Tradewest 

2400 S. Highway 75 
Corsicana, TX 75110 
903-874-2683 
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Triffix Entertainment 

5756 Royalmount Avenue 
Montreal, Quebec H9P 1K5 Canada 
514-737-3056 


Ultra Software 

900 Deerfield Parkway 
Buffalo Grove, IL 60089 
708-215-5100 


Vic Tokai 

22904 Lockness Avenue 
Torrance, CA 90501 
213-326-8880 


Virgin Games 
18061 Fitch, Suite C 
Irvine, CA 92714 
714-833-8710 
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